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This 1s power. This is control. This 
is graphic. This is energy. 
This 1s Ballistic” A new line 
of games. 
High-end games. Created to 
redefine the boundaries of graphics, 


sound, animation and playability. 
Four new titles. Four new ways 


_. HARDBALL! STAR CONTROL. 
1 million fans can’t be wrong. Explosive combat in the 27th century. 


TURRICAN. 


to experience everything your Sega’ =i epee “ 
ONSLAUGHT. 
The full-metal dude with an attitude. 


Do battle in 256 medieval locations. 
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Genesis’ system was meant to be. 
This 1s Star Control." The first 12 megabit game. A perfect 


balance of interstellar combat and strategy. You are the ultimate starship 
warrior, fighting in a galactic war of epic proportions. 

This is Hardball!" The first eight megabit sports game. The best 
selling baseball simulation of all-time. You control 26 big league rosters 
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in an action-packed quest for a World Series ring. 

This is Onslaught" An enormous universe 
of magic and might. You are cast into a barbaric 
struggle across a medieval wasteland. A blood- 
thirsty rabble has ravaged your kingdom. Now 
you must reclaim it. 

This is Turrican” The most destructive force 
since RoboCop”and Terminator" In your Chro- 
midium armor, you challenge evil with the most 
devastating arsenal of firepower in the galaxy. 

This is realistic. This is depth. This 1s star- 


tling. This is electric. Nyt 7 
This is Ballistic. Andit’sa whole \y\Wy>— 
new way to play. = 
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14 EDITOR’S NOTES 
15 CODE BREAKERS 


Hints, tips, and codes to help you get 
the most from your games 


eatures 


18 SEGA OF AMERICA — 


A LOOK BEHIND THE SCENES 


We talk with the people behind Sega Genesis: How 
does Sega choose a game, and what's ahead for the 
company? 


=‘! GAME PLAYER’S ANNUAL 
VIDEOGAME AWARDS 


Our choices for the best Genesis titles of 1990 


Abrams Battle Tank —_ 
24 WARRIOR OF ROME page Sa 


Caesar was one of the mightiest, most successful military 
figures in history. Can you duplicate his genius for military 
strategy? 


30 THE NEVER-ENDING SEASON: 
GREAT SPORTS GAMES ON GENESIS 


From soccer to basketball, from football to golf, there’s a 
Genesis game for every sports fan. 
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35 Abrams Battle Tank 


You command the M1A1 Abrams 


Battle Tank, one of the most sophisti- 
cated armored vehicles in the world. 
Your mission — halt Soviet troops 
advancing into Germany. 


<2 Alex Kidd in the ae 
Enchanted Castle 
In his first Genesis adventure, big- 
eared hero Alex Kidd faces eleven 
action-filled stages as he searches 
the planet Paperrock for his father. 


&S Atomic Robo-Kid 


A gigantic blast of radiation over- 
whelms the planet Terra 12, mutat- 
ing almost all life on the planet. The 
human colonists have only one hope 
— Atomic Robo-Kid. Only this power- 
ful android can restore the planet to ne 
normal. ae 


50 Batman 
Batman must save the people of 
Gotham City from the Joker's deadly 


Smilex nerve gas. Based on the hit 
movie! 


5/ Castle of Illusion: 
Starring 


Mickey Mouse 
The wicked witch Mizrabel has kid- 
napped Minnie Mouse, whisking 
Minnie away to the Castle of Illusion. 
Now Mickey Mouse must search the 
castle’s fantastic rooms for his 
sweetheart. 


65 D.J. Boy 


The roller rink was never like this! 
You're a champion in the sport of 
Rollergame — a combination of kick 
boxing and roller derby. You've got to 
defeat the Dark Knights for the City 
Championship. 
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Batman — pade 


Big Boy Caprice and his mob have 
taken the city, laughing in the face of 
justice. But Big Boy forgot about Dick 
Tracy. As long as Tracy's around, Big 
Boys thugs wont be safe. 


/5 E-SWAT 
You're a member of the Cyber Police's 
Elite Special VWWeapons and Tactics 

team. In your Ice Suit, a cybernetic 

armor and weapons system, you 

battle the high-tech terrorists who 

control the city. 


°° Final Zone 


Encased in a Suit of cybernetic armor, 
you are the soldier of the future. Your 
solitary battle will take you deep into 
the enemy command center — and 
beyond the mysterious Final Zone. 
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Golden page 93 
=© Ghostbusters 


The Ghostbusters must drive the 
ghouls and ghosts from New York. 
Play as any one of your three favorite 
Ghostbusters! 


~* Ghouls ’N Ghosts 


If you want to see how close the Gen- 
esis comes to real arcade action, this 
is the game! It has everything you'd 
expect in a coin-op game — except a 
slot for tokens! 


“> Golden Axe 


Only you can free the kingdom of Yuria 
from the evil Death Adder. Play as any 
of three heroes, or team up with a 
friend. 


“O° Herzog Zwei 

You control a futuristic army of 
mechanized infantrymen, tanks, ar- 
mored vehicles, and even ships. Your 
mission is simple — wipe out your 
enemys army and seize control of his 
lands. 


“OG Mondu’s Fight 


Palace 


If you think pro wrestling is tough, wait 
till you meet some of the intergalactic 


grapplers at Mondu’s. It’s a winner- 
take-all slugfest, and Mondu makes 
the rules. 


““* Michael Jackson 


Moonwalker 
In an attempt to take over the world, 
Mr. Big has kidnapped the children of 
the world’s most powerful leaders. It’s 
up to Michael to rescue the kids and 
stop Mr. Big. 


““ 7) M.U.S.H.A. 


Equipped with Metallic Uni-Frame 
super Hybrid Armor, you must fly 
deep into alien territory to avenge 
your fallen comrades. 


“<2 Phantasy Star Il 


Something is threatening the very 
existence of the Algol star system. 
But what? In this massive role-playing 
adventure, the fate of Algol is in your 
hands. 


“<3 Populous 


This simulation gives you the powers 
of a god. Youll help your followers 
grow crops, build settlements — and 
eventually, you'll help them to domi- 
nate the world. 
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33 Rambo Ill 


He vowed to fight no more. But when 
his friend and former commander is 
captured by Soviets in Afghanistan, 


Rambo is forced to take drastic ac- 
tion. 


139 Rastan Saga Il 


Rastan, videogaming’s favorite barbar- 
lan, is back in an all-new adventure. 
This time, he must stop a horde of 
demonic creatures from reaching the 


top of Rastania’s holiest temple — the 
skyscraper. 


1 4& The Revenge of | | EOS leiereatee 
The Neo Zeed went too far when they Lid Lite 


attacked the secret ninja dojo. Now Shadow Dance 
they'll have to deal with Joe Musashi, 


page 198 
ninja warrior and master of Shinobi — 
the art of stealth. 


50 Shadow Blasters 


Ashura, the god of all that is evil, 
holds the world in his grip. Man’s last 
hope lies with a band of four warriors. 


Only these four can free mankind 7 4 F- 

from horrible domination. 1 74 Sword of Vermilion 
With a new combat system and 
improved graphics, the second role- 


playing game for the Genesis pits you 
against the evil wizard Tsarkon. 


‘32 Sword of Sodan 


When a banished sorcerer returns to 
the Northern Lands, only the children 
of the North’s greatest warrior can 
protect the land from the Sorcerer’s 
vengeance. 


“58 Shadow Dancer: 
The Secret of 
Shinobi 


Terrorism has a new name — Union 
Lizard. Only Joe Musashi, the 
mighty Shinobi, can stop this ruth- 
less new threat. 


“66 Strider 


The Striders, a secret army of 
martial-arts experts, must save the 
world from an alien invasion. Are you 


skilled enough to defeat the Master? 


Rambo Ill — page 133 
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'| Happen To Agree." 
There you have it. The critics agree that Gaiares is one of the hottest games around. In 


fact, once Dr. Dave of GAMEPRO Magazine got his hands on the 8 meg fighting power 
of Gaiares, he gave it a perfect fo) eee | score, and stated, "Novice space jockey's 
need not apply". Then came Electronic gaming Monthly magazine. 

They were so impressed with Gaiares, they couldn't put it down. They 


said "Games just don't get any better than this. Gaiares is Phenomenal! 8 


Meg of incredible graphics put it in a league all its own. If you thought the 
lava in the TF-3 was intense, wait till you see the hyperspace scene!" 

So now that you know what the pro's think, go experience the awesome Gaiares for 
yourself, And watch out for the bosses. 


GAMEPRO & Electronic Gaming Monthly are registered trademarks of their respective companies. ©1991 Renovation Products, Inc. 
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987 University Avenue, Suite 10 
Los Gatos, CA 95030 (408) 395-8375 


193 Fatal Labyrinth 


Don't look for any hint books with this 
game — the labyrinth changes each 
time you play! 


194 Gaiares 


At a whopping eight megabytes, this 
may be the biggest shooter ever. 


195 Gain Ground 


It was supposed to help man hone his 
survival skills — but something went 
horribly wrong with the Gain Ground 
project. 


eviews 496 Hard Drivin’ 


A true stunt-driving simulation, com- 
plete with a towering loop and high- 
speed jumps. 


197 Ishido: 
The Way of Stones 


Complex strategies derived from many 


ancient cultures form the basis for this 
stone-matching game. 


188 Air Busters 


If you're looking for a real arcade 
challenge, this could be the shoot- 
em-up for you. 


189 Altered Beast 


The original! Metamorphosis is the 
key to surviving this classic arcade 
game. 


190 Arrow Flash 


Crazed Viking terrorists are heading 
straight for Earth, and you're the 
fighter pilot who must stop them. 


191 Battle Squadron 


Pilot a Strike Cruiser into the thick of 
_ battle, as you fight to rescue hos- 
tages from the Baraxian invaders. 


192 Bimini Run 


You are Kenji Ohara — millionaire, 
playboy, sportsman, and now, speed- 
boat warrior! 


If your idea of fun is blasting your way 
through endless armies of fierce enemies 
from the past, present, and future, then 
GAIN GROUND is your game. Choose 
three warriors from an elite group of 
twenty, all with different weapons and 


NGESION. 


RENS 


FUN FORKIDS 
OF “LLAG'S 


Gain? 
ROUND, 


capabilities, to venture into this strange and 
deadly world of war simulation gone berserk, 
where helpless captives await rescue. Team 
up with a friend and hit the battlefield... 
Young, old, or in-between, everyone can 

be a hero in GAIN GROUND. 


PRODUCTS 


GAIN GROUND IS A REGISTERED TRADEMARK OF SEGA ENTERPRISES LTD. ©1991 RENOVATION PRODUCTS, INC. 
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198 James “Buster” 
Douglas Knockout 
Boxing 

The former heavyweight champ, the 

man who knocked out Mike Tyson, 


fights his way to the championship — 
and to the ultimate challenge. 


SAWGRASS 


Ponte Vedra, Els 


1939 Joe Montana 
Football 


The '49er’s Joe Montana lends his 
expertise to this hard-hitting football 
Simulation. 


200 Junction 


This relaxing puzzle game is just the 
thing for resting that aching trigger 
finger. 


201 Klax 


An addictive puzzle game, Kl/ax will have 
you stacking tiles long after you prom- 
ised to quit. 


202 PGA Tour Golf 


Compete against real PGA pros in this 
golf simulation based on the popular 
computer game. 


203 Powerball 


It's the sport of the future, combining 
soccer, roller derby, and kick boxing. 


204 Space Invaders 


This classic shooter has reemerged 
with a new look, new enemies, and 
new challenges. 


205 Storm Lord 


Rescuing fairies sounds pretty 
straightforward — but this game 
takes a unique approach to the sub- 
ject. 


206 Super Volleyball 


Take on the world’s greatest volleyball 
powers in the latest Genesis sports 
simulation. 


207 TechnoCop 


If you're a criminal, TechnoCop is your 
worst nightmare. Dead or alive — 
either way, he'll take you in. 


208 Trampoline Terror! 
A gymnastic superhero must rid his 
planet of the Balos and their trampo- 
line-like defenses. 
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Powerball — page 203 


What's your story? 
Take the Genesis Aptitude Test (G.A.T.) 
and find out. Write the answers to questions 8 through 
14* on your completed entry form, and send it in. Score 
high and you could win 3 Genesis titles from 
Electronic Arts just for being smart. 


*If you didn't take the first G.A.T. (questions 1-7) — 
no problem. It's never too late to become a Genius! 


G.A.T. QUESTION #9 


BLOCKOUT" 

IS A BLAST-ACTION 
PUZZLE GAME WITH A UNIQUE 
3-D PERSPECTIVE AND: 


A. Nearly 750 combinations of 
blocks.and pit layers. 
B. 11 challenging skill levels. 


C. A centerfold fram the Pork 
Farmers Journal. 


0. A “rep” for being addicting. 
E. All of the above except for the 
picture of the pig. 


G.A.T. QUESTION #8 


VS. CELTIOSSSS 
ISTHE ONLY GAME WITH: 


. Full-court fastbreak action 
[ae 10 hot NBA teams. 

B. Real NBA players slamming, 
jamming, and firing 3- “von 
bombs. 

C. Half-time highlights, refs, and 
authentic player statistics. 

D. All of the above. 

E. L.A. glamour geeks and*Boston 

leprechauns going oe 5. 


GAT. QUESTION #12 


Swe IN PGA TOUR’ 
i HOCKEY HOW CAN YO 
: GIVES YOU ALL THE FINISH IN THE MONEY 
FURIOUS ACTION, A. Use the unique 3D contour gri¢ 
_ CRUNCHING SOUND, to “read” the greens. 
FLASHING BLADES, AN B. Let our pros help you master 


special shots—chip, punch, 
putt from the fringe and more. 

C. Play tough against 60 PGA 
TOUR pros, on real courses, in 
real tournaments. 


D. All of the above. 
E. Fluff up those dorky tassel 


things on your golf shoe 


HARD-HITTING 0 
THE BEST PLAYERS 
INTHE WORLD. 

A. Hip checks. 
B. Bounced checks. 
C. Brooding Czechs. 


LE, 


Riles er 


Hole #1 Par 4 
Stroke2 €£ 
Distance: 122 yds. 


Club: Siren 


G.A.T. QUESTION #13 


IN i . be: % 
~ MIGHTS a @ ONLY THING 
MAGIC’ YOU SAVE) JOHN MADDEN FOOTBALL™ 
FROM A CEN : 


A. Over 100 pro-style plays from 
John's own playbook. 


EVIL WHILE PL 
A. Six different fantasy 


: FOIGS Mai wee a ny The speed and power skills of 
hand of heroic adventurers. gt RO AE RS real pro players. 
B. Yahteee™ with nasty boys: “Ayo” a emia 48) Chronic turf toe and nervous dry 
C. Dodgeball in traffic. ie a 2 \tn,, Se heaves just before kickoff. 
D. Stairway to Heaven 326 times “<r, ae CP ea ae Dives, spins, tough tackles, 
on the accordion. 9.9.04) | , yom se & audibles, and penalties. 


E. 


E. A chance to win the ‘big 
show” on Super Sunday. 


THINK YOU'RE SMART A ass 
GET REAL GAMES FRU da aes 


SEND IN YOUR ANSWERS Ue eee 
TARO OUT WHAT 
YOU CANE 


FAST FINISHER BONUS BE A GENESIS QUIZ WIZ: 


. aos Just fill out this G.A.T. quiz and mail it. All G.A.T. quizes with 100% 
Free Electronic Arts Road Kit to the first 25 G.A.T. finishers who “anshenianiaakiv desea eum stacaae 
correctly answer all the questions. Earliest postmarks win. Electronic Arts, including these hot soon-to-be-released titles: 


(Road Kits hold 8 Genesis carts.) 


IMMORTAL” —The dungeon combat adventure with full screen combat and 
so mlany ways to go: fed, scorched, bashed, chomped, 
spored, skewered, slimed. It's not when. It's how. 

ROAD RASH” —A daring, no-holds-barred superbike road racing challenge. 
Knee-dragging danger. Anything goes—even the rules! 

KING'S —JThe conquest adventure game. Plays like an RPG. 

BOUNTY ™ Challenges like a strategy game. Lead and battle 
25 classic fantasy creatures. 


Your Answers 
7h. Fa. FI. FL... FIL. Fi FAW. 


Send completed G.A.T. Quiz to: 
G.A.T. Quiz, Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404-2497 


(Entry must be postmarked by 9/30/91, drawing will be held 10/18/91. Winner will be contacted 
by mail.) 


ANSWERS TO G.A.T. QUIZ PART 1: 
HE HACEHC FE He #6f4 #1 


WATCH FOR G.A.T. QUIZ PART 3 


| would like to be a Genesis game advisor to Electronic Arts. Give me a call sometime. 


trademarks of Sega Enterprises Ltd. Lakers vs. Celtics and the NBA 
Football, Read Rash, The Immortal, and Centurion: Defender of 


oe 


ectively. Employees of ELECTRONIC ARTS* 
GPSE-5/91 


for the answers to G.A.T. Quiz Part 2. 
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EDITOR'S 
NOTES e= 


a elcome to our second volume of Game 
Player's Encyclopedia of Sega Genesis Games. For all you 
Genesis fans, we’ve packed in hundreds of useful game 
hints and tips, several special features, dozens of product 
reviews, and much more. And, just as in our Sega Genesis 
magazine, we include lots of color photos — more than 800 
in this volume! — that show not only what the games look 
like, but also what special areas in the games you need to 
pay attention to in order to win. 

You won’t want to miss our feature, “Sega of America: 
A Look Behind the Scenes” (page 18) — we visited Sega to 
see what goes on behind the doors of the company that 
brings you not only your Genesis machine, but also lots of 
top-quality game titles. If you’rea sports fan (and we know 
that many of you are), don’t miss our roundup on sports 
games, “The Never-Ending Season” (page 30) — here you 
can find out what’s available, see how the games stack up, 
and determine what you might be interested in playing. 

We also have extensive photo-filled coverage of your 
favorite games, including Batman, Castle of Illusion, D] Boy, 
Dick Tracy, D] Boy, E-Swat, Phantasy Star II, Revenge of 
Shinobi, Shadow Blasters,and Sword of Vermilion, just toname 
a few. There’s a lot more we could tell you about, but why 
not flip back a few pages to the table of contents and see for 
yourself? If you're a Genesis fan, there’s a lot here for you. 


Matthew A. Firme 
Associate Editor 
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Hints, 


Ghouls ‘n Ghosts 


Invincibility: Turn on the system 
and press Reset four times. When 
the title screen appears, press A 
four times. Then press the direc- 
tional pad up, down, left, and 
right. You should hear a chime. 
Press Start to hear another chime, 
then hold down Band press Start. 
The invincibility doesn’t work 
when you fall into a chasm, get 
grabbed by a green hand in level 
4, or get stamped by Loki’s feet. 


Level Select: On the title screen, 
wait for the words “Ghouls ‘n 
Ghosts” to float down from the 
top of the screen. Then press up, 
down, left, and right — you 
should hear a short harplike 
sound. At this point, there are 
several different codes to enter to 
take you where you want to go: 


Level 1 — A button 

Level 2— Up and Start 

Level 3 — Down and Start 

Level 4 — Left and Start 

Level 5 — Right and Start 

Loki (final boss) — Down, Right, 
and Start 


You can add the A button to any 
of these codes to start in the 
middle, rather than at the begin- 
ning, of the level. 


Target Earth 


Invincibility: When you start the 
game, press the Start button on 
controller 2, but be careful not to 
pause the game. Yourenergy will 
go down, but you won't die. 


Last Battle 


Continue: After a game has 
ended, press and hold A, B, and 
C, and then press Start when the 
screen reads “Legend of the Final 
Hero.” This code only works for 
levels 2 and above. 


Tommy Lasorda 
Baseball 


Bizarro Baseball: To play a game 
with strange screen colors and 
unbelievable batting, enter this 
password: VU9IrstpomXcZT- 
iebrHWyW. 


World Series: To begin the World 
Series as Houston versus Boston, 
use the password McMiopqm- 
IFYbkRVTGtEKAB. To play in 
the World Series as Toronto 
against Oakland, use NDMel- 
kmihfVeRQTOUKAVYA. 


d Secret Codes 


E-SWAT 


Level Select: To begin the game 
at any round you wish, turn on 
the game and wait for the title 
screen. When it appears, pull out 
the game cartridge and then re- 
insert. Press Reset. When the 
Mission One status screen ap- 
pears, hold down-left on the 
control pad and press A, B,and C 
at thesame time. Youshould now 
be able to select levels. 


Shove It! 
The Warehouse 
Game 


Level Codes: With these codes, 
you can begin the game at dif- 
ferent difficulty levels. 

Level 5 — VENTURA? 

Level 9 — MELROSE 

Level 1>— SUNSET? 

Level 20 — ?VALLEY? 


Thunderforce Ill 


Free Weapons: To select the su- 
per weapons without having to 
find them, pause the game and 
enter this sequence: Press up on 
the directional pad 10 times, press 
B once, press down twice, and 
then press B until your weapon 
meter is full. Press A to get the 
claw weapon. 


Populous 


Stage Select: To select stages 
without a password, first select 
“New Game” and wait for the 
password prompt. Now hold 
down B and press up and down 
on the control pad. You should 
see numbers appearing instead 
of letters. It will take some ex- 
perimenting, but by entering 
these numbers you'll begin se- 
lecting new levels. Try multi- 
plying the number of the level 
you want to reach by 5. For ex- 
ample, enter 500 to play on world 
100. 


Cyberball 


CyberBowl: To play in the Cy- 
berBowl with a lot of money to 
spend on your team, enter the 
password SS5BBB5PSIDRX. 


Zoom 


Special Menu Options: To access 
a secret menu, press Start when 
you're on the title screen to get to 
the player select screen. Then 
press up, up, down, down, left, 
right, left, right, A, and B. 


Ghouls ‘n Ghosts 


Slow Motion: To play the game 


Hints, Tips, and Secret Codes 


in slow motion, enter this code 
during the title screen: up, A, 
down, A, left, A, right, A. Ifyou’ve 
done it correctly, you'll hear a 
tone. Press Start until Arthur ap- 
pears, then pause the game and 
press B. You should be able to 
move Arthur now. 


Super Hydlide 


Free Experience Points: Use this 
trick to build experience points 
quickly. Go to the pond in the 
City of the Woods. Stand on the 
left side, at the bottom of the 
bridge. “Use” a coin, then search 
the ground. Each time you do 
this you'll get 30 experience 
points. 


Golden Axe 


Extra Continues: To get extra 
continues in the arcade mode, go 
to the character selection screen. 
Press and hold down-left on the 
control pad. The characters 
should spin continuously. As you 
do this, press A and C. Now let 
all the buttons go and press Start. 
You should have 9 credits in- 
stead of 3. 


Alex Kidd 
in the Enchanted 
Castle 


Unlimited Lives: To get unlim- 
ited lives, first insert a copy of 
Golden Axe. When the Sega logo 
appears, remove the cartridge. 
The Sega logo must remain on- 
screen. Now, insert Alex Kidd and 
press Reset. Don’t go to the op- 
tions screen. Start the game, and 
you should have nine lives. No 
matter how many lives you lose, 
you'll still have nine left. 


Arnold Palmer 
Tournament Golf 


Winning Password: To enter the 
final tournament with twice as 
much cash as your nearest oppo- 
nent,enter this password: F1nL- 
vJoNaAFA+SqzQ3A0DG- 
6Wi3WFIKENIG9+. Even if you 
don’t win the tournament, you'll 
still win the game. 


Shadow Blasters 


Invincibility: Use this trick to be- 
come invincible. During a two- 
player game, both players must 
press Start simultaneously just 
as one of the characters runs out 
of energy. This invincibility 


Hints, Tips, and Secret Codes 


works as long as you don’t fall 
through a crack or into a pit. 


John Madden 
Football 


Passwords: With these pass- 

words, you can play in tourna- 

ment play as either of the two 

teams mentioned. 

New York at Washington — 
0700100 

New England at Buffalo — 
0600100 

Los Angeles at Chicago — 
6504500 

Atlanta at Chicago — 5002300 


James “Buster” 
Douglas 
Knockout Boxing 


Sound Test: To listen to all the 
sounds and music in the game, 
press Start on controller 2 at the 
game select screen. 


Cyberball 


Passwords: These passwords will 
let youcompete in the playoffs as 
the Dallas Destroyers. 


Round One — LUBB BRHV 
BDZV 


Round Two — L5BB BXUV 
BDZV 


Afterburner Ill 


Extra Missiles: To get extra mis- 
siles in each round, hold down 
the following combinations while 
you re refueling. 

Round 3 —Left and B 

Round 5 — Right and B 

Round 9 — B button 

Round 11 —Right and B 

Round 13 — Left and B 

Round 16 — Right and B 
Round 19 — B button 

Round 21 — Right and B 


Reverse Controls: To reverse 
your plane’s controls, hold down 
both A and B on controller two 
and press Start on controller one. 


Shadow Dancer 


Stage Practice: To practice onany 
levelandinany scene inthe game, 


hold down A, B, and Cand press 
Start during the title screen. 


Alex Kidd 
in High Tech 
World 


Crank Call: To place a joke call to 
the police in this Master System 


game, dial 911 on the phone. 


Whip Rush 


Three Free Ships: Just before you 
reach the boss of stage 4, you'll 
come across a group of three en- 
emy ships. Each is worth 100,000 


points — that’s a free life for each 
of the three ships. 


_ tinuously. Pi 
testers race thro’ igs 


From thep power _ interconnecting roor ) 
leap of ae : ous me er: destine for G 


oe the many ‘different activi- Vv 
ties going on, there are son ae 
__ clear ea shared by those 


: irly rigorous 


hat 


within the product development or 
marketing departments who feels 
strongly enough about the potential 
of the game tosee the project through 
to completion. 

Sega also works closely with 
approximately two dozen third- 
party software partners — compa- 
nies that pay Sega fora license to the 
secret technical information they 
need to develop Genesis games. The 
Sega Seal of Quality that goes on 
games from outside developers as- 
sures the customer that these prod- 
ucts are up to Sega standards. 

A growing portion of the Gen- 
esis product mix consists of games 
that have been developed under a 
movie or celebrity license, games like 
Joe Montana Football, Michael 
Jackson's Moonwalker, Dick Tracy, 
Spiderman, and Mickey Mouse in the 
Castle of Illusion. 

What's so special about licens- 
ing? 


“There are various reasons for « 


doing licenses,” Nilsen says. “Wi 
sports personalities, it’s becaus 
bring new features to the g 
help to enhance the ga 
experience. 

“For example, on 
things we did after w 
Montana was to sit d 
project manager to tal 
ball. We revised our origit 
cations after getting Monta: 
put, and at intervals durin 
programming we went back to hi 
to ask him ‘What do you think about 
this. .1s this realistic? ” 


Michael Jack- 
son put a lot of 
himself into the 
best-selling 
Moonwalker. 


The Michael 
Jackson Touch 


Which celebrity was the most fun to 
work with? “Michael Jackson, of 
course!” Nilsen says. 

Jackson was in the middle of his 
Victory Tour when he made ar- 
rangements to visit Sega for the first 
time and present his own idea fora 
videogame. 

“He asked us if we were inter- 
ested, and it took us about half a 
second tosay ‘SURE!’ In August 1989 


we sat down with Michael and went 
over the game design and the ideas 
he had. We worked very closely with 
him. Michael was amazed with what 


we could do with the danci 


ontana Football will be a 
real winner. Joe agrees. 
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told us, “You've gotmy moves down 
exactly.’ 

“As all the elements started to 
come together and the game became 
playable, Michael would always ask, 
‘Is this fun?’ and then make sugges- 
tions. He really understands the 
psychology of what makes a good 
videogame and puts all these pieces 
together to create an ultimate game 
experience. I think Michael’s very 
happy with the game, and my hat’s 
off to the designers and program- 
mers for figuring out how to get so 
much into the game’s memory.” 

What does the future hold for 
Genesis fans? Nilsen believes we'll 
be seeing new games that push the 
current hardware technology toeven 
greater performance. 

“If you look at the games we 
have outnow compared tothe games 
we had outa year ago, the differences 
are dramatic,” he says. “The giant 
characters in Buster Douglas Boxing, 
the sound and movements in Michael 
Jackson,s Moonwalker, the phenom- 
enal cartoon-quality animation of 
Mickey Mouse, and the stunning 
graphic wonder of Strider represent 
a quantum leap without changing 
the hardware. 

“When we designed the Genesis 


_ hardware, we designed it to last and 


o stay. We put a true 16-bit micro- 
rocessor in there,a 68000. Wedidn’t 
use a turbo-charged 8-bit micropro- 
cessor as some did. We also puta 
second microprocessor, a Z80, in the 
system. The 8-bit is just to handle 
the stereo sound so that we wouldn’t 
burden the 16-bit with having to do 
anything else other than handle the 
raphics. 

“On any piece of hardware, 
>’s a learning curve in the soft- 
development cycle,” he adds, 
t takes a good two years before 
truly amazing software ona 
ire system 

that means plenty of good 
Genesis fans — now and in 
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1990 has been an exciting year for 
videogame entertainment. In every 
format, we’ve seen games of such 
depth and complexity that previous 
notions of home gaming must be 
reconsidered. 


In recognition of this year’s most 
outstanding achievements in 
videogaming, the editors of Game 
Player’s are happy to present the 
Game Player’s Videogame Awards. 
In addition to our major award cat- 


egories, we’ve given Excellence 
Awards totitles we feel demonstrate 
the high level of quality and ingenu- 


ity we’ve seen this year. 


John Madden Football — Electronic Arts 
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No other game this year has caused 
as much excitement — and cost as 
much productivity — here at Game 
Player’s as John Madden Football. 
Although we’ve seen other football 
games, none has come as close to the 
real thing as this one. The offense 
and defense choose from 100 plays, 
all displayed in simple, intuitive 
windows. When you snap the ball, 
the action on the field becomes al- 
most as real as a game on television. 


Strider — Sega of America 


Ata full eight megabits of memory, 
Strider comes closer to true arcade- 
caliber sound and graphics than any 
other game available. As the mighty 
Strider Hiryu, you move from east- 
ern Europe through the icy tundra 
of Siberia, and on to an unforget- 
table battle in the jungles of the 
Amazon. 


If there are any game players who 
still aren’t convinced of Sega’s repu- 
tation for solid, top-notch role-play- 
ing games, Sword of Vermilion should 
put their doubts to rest. This game 
combines the classic aspects of the 
RPG genre with an innovative side- 
view combat system and Genesis 
sound and graphics. 
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Best Genesis Puzzle Game 


Columns — Sega of America 


Columns, Sega’s response to Tetris, 
manages to rival the addictive na- 

“ture of Tetris while maintaining its 
own unique feel. Because it deals 
with colors instead of shapes, it can 
require a different “eye” for matches. 
And because same-colored pieces 
disappear whenever they touch, and 
not in neat, horizontal rows, differ- 
ent long-range strategies are re- 
quired. The graphics are very nice, 
and the soundtrack sets the perfect 
mood. 


Hard Drivin’ — Tengen 


Hard Drivin’ may not have the most 
exciting graphics of the year, but it’s 
very exciting as the first true simula- 
tion for a home videogame system. 
Hard Drivin’ lets you drive your ve- 
hicle off the track, or spin your car 
completely around and speed into 
oncoming traffic. Tengen is to be 
congratulated for proving that a 
simulation can be done on the Gen- 
esis. 


Whips 


Best Genesis Sports Game 


Lakers versus Celtics — Electronic Arts 


If anything, this Genesis version of 
Lakers versus Celtics is even more 
playable than the original computer 
game. It’s certainly one of the best, 
mostrealistic basketball videogames 
around. The game features ten com- 
plete 1989-1990 NBA teams, real 
statistics for each player, and graph- 
ics that admirably convey the action 
of the game. 
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Best Genesis Strategy Game 


Populous — Electronic Arts 


Wal | 


Nothing was lost when Electronic 
Arts translated the acclaimed com- 
puter game Populous to the Genesis. 
The game’s delightful premise, 
placing gamers in the role of gods 
vying for world domination, is 
enough to encourage hours of play 
—andthesmooth, almostinstinctive 
interface and multilayered strategies 
make Populous a game that wel- 
comes such long play. 
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Gest Genesis War Game 


VY prierzog Zwei — Sega of Americas oA Sa) ) 


Admittedly, Herzog Zwei isn’t the 
kind of game that grabs you imme- 
diately. Ittakesawhiletoevenknow 4% ‘ | 
what’shappeningonthescreen,and § de Azreenas| i. ‘ West =i] 
longer to stand a chance of winning [yg : Ae ak Ren a 
a game. But with its multilayered @ ig Ye ia £7 
action and challenging complexity, ay) ‘ cet 
Herzog Zwei may be one of the best jaamyy elu eae 7’ is) a 
war games of any kind, on any sys- 
tem. Once you get the hang of it, 
Herzog Zwei will keep you playing 
for hours at a time. 


Game Player’s Sega Genesis | ( 
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YZ Michael Jackson’s 
MNioonwalker — 
Sega of America Budokan — Electronic Arts Hellfire — Seismic 


William R. Trotter 


Until a year or two ago, most of the 
“strategy” in videogames was lim- 
ited to choosing which magic spell 
to use against the trolls on level 4 of 
the dungeon, or which power-ups 
to grab before your horrific confron- 
tation with the Boss of the Fifth Stage. 
Real, in-depth strategy games and 
military simulations were consid- 
ered beyond the capability of 8-bit 
game machines — and too complex 
for most videogame players. If you 
wanted a deep and intellectually 
challenging strategy game, you had 
to own a personal computer. 

But the videogame market has 
changed a lot in the past two years, 
and so have the machines. Today’s 
16-bit game systems have as much 
power and memory as most home 
computers had only five years ago 
(not to mention infinitely better 


graphics!). As a result, today’s 


videogame market is much broader. 
Itincludes many thousands of young 
adults, college students, and even 
middle-aged parents. These people 
might have begun their gaming on 
the Nintendo, but they’re now look- 
_ing for games that offer more than 
ninja-bashing and koopa-kicking. 
Warrior of Rome, from Bignet 
U.S.A., is one of the first Sega Gen- 
esis games targeted for this broader, 
‘more mature market. It’s a very in- 


The game begins on the island of Crete, where Caesar has 
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his forward supply bases. The city and the Mediterranean 


are displayed in luscious graphics. On the distant horizon, 
approaching pirate ships are just visible. 
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Bignet U.S.A., 388 Market Street, Suite 500, San Francisco CA 9411] 
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The Map switch lets you go from the 
battlefield to a map of the entire area, so 
you can plan your maneuvers intelligently. 
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While holding down the C 
button, you can scroll the 
tactical map in any direc- 
tion. 


sis _2NO UNIT _ 


By aac ona unit engaged 
in battle, you can view the 
battle close up. Here, 
Caesar’s cavalry units are 
besting the enemy. 
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A unit’s “retreat strength” 
limits how much damage 
that unit will take before it 
retreats out of battle. 
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Unless the situation is 
critical, march your troops 
at the slower rate — they'll 
be much more effective 
when they go into action. 
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teresting game, and accessible to 
even novice strategy gamers. Of 
course, to achieve this accessibility, 
the game sacrifices some of the real- 
ism you'd expect in a simulation. 

Warrior of Rome doesn’t go into 
the minute details of equipping and 
leading Roman legions, but it does 
give youa pleasing, epic-movie sense 
of the historical period it’s set in. It 
doesn’t require that you employ the 
actual battlefield tactics of the Roman 
era, but in order to win, you must 
display the same good judgmentand 
coolness under pressure that made 
the real Julius Caesar such an effec- 
tive general. 

Warrior of Rome is composed of 
four separate campaigns. The open- 
ing engagement takes place on the 
island of Crete, where Caesar has 
established his forward supply bases. 
A horde of pirates attacks the island, 
and Caesar must move his army to 
protect his bases, and then get his 
troops safely on their transport ships. 
If you succeed, the pirates will join 
forces with you. 

In the second stage, you have to 
move your troop ships safely across 
the Mediterranean Sea and land in 
Egypt. You must be especially care- 
ful to protect your landing-force 
galley (distinguished by its golden 
sail). This scenario, in our opinion, 
presents one of the most realistic 
and believable simulations of sea 
warfare in the age of oared galleys. 
To the best of our knowledge, only 
one other game, Centurion (currently 
available only for PC home comput- 
ers), does as good a job. You and the 
opposing fleet shoot fireballs at each 
other, and launch boarding parties. 
These often turn into bloody melees. 
The only thing you can’t do — un- 


fortunately, because this was crucial 
to real Roman naval tactics — is ram 
enemy vessels. 

The second half of the game 
takes place in Egypt, where Caesar 
must win a land campaign in the 
desert, then conquer the palace at 
Alexandria. If Caesar succeeds in 
these two engagements, he wins the 
favors of the beautiful Queen 
Cleopatra. He also unmasks a con- 
spiracy against his rule. 

After each campaign you ‘ll 're- 
ceive a password, so you can save a 
game and return to the point of far- 
thest progress when it’s convenient. 

Your Roman forces are made up 
of four cavalry units (fast and pow- 
erful shock troops, especially useful 
for countering enemy attacks on 
your supply bases), three units of 
tough but slow-moving infantry 
(perfect for defense), and three units 
of combat engineers. 

The combat engineers are only 
moderately good fighters, and 
should be used in battle only in an 
emergency. Their greatest worth lies 
in their ability to dig pits and erect 
barricades to delay the enemy or to 
fortify threatened bases. No other 
video war game we know of has 
these units, and their inclusion gives 
Warrior of Rome a nice added touch 
of historical realism — for it was 
Caesar’s genius as an engineer, as 
-much as his battlefield tactics, that 
won so many battles for the Roman 
Empire. 

By placing the cursor on any of 
your units or bases, you can obtain 
all the information you need about 
that item’s condition, and issue or- 
ders or change certain options. 

Each unit may be assigned a 
“retreat strength” factor. For ex- 
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When a base icon flashes 
red, its under attack by 
pirates. Send reinforce- 
ments immediately. 
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Watch re ae ariel blue 
bars on the left. If Caesar 
(blue) starts losing more 
than the enemy (red), order 
a retreat. Rest that unit 
before attempting any more 
battles. 


When reinforcements ar- 
rive, the big map comes on 
to show their location. 
Newly arrived blue units will 
flash on and off. 


Engineer units can dig 
pits (here, to the left — 
of the arrow) and erect 
barricades to slow the 
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Base deirtebiieiie is ameasure 
of how well-protected your 
supply depot is. One hun- 
dred is the maximum — 
obviously, this base is about 
to fall. 
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As the first battle begins, 
Caesar has only half of his 
full army to work with. As 
reinforcements arrive, you 
must feed them into battle 
where they'll do the most 
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The bars on the right 
show the condition of 
your forces — a full 
blue line indicates a 
rested, fully effective 
unit. 


Caesér:"You fought well in the 
battle just now. I would like you 
to join ay troops in cosost. 


If you figure out how to beat 
the pirates on Crete (try a 
little engineering on their 
ships), they'll join forces 
with you. 


Alexandria in Egypt, but a 


rebel fleet blocks the way 


into the harbor. 
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The naval battles are among 
the game’s most appealing 
features — as of this writ- 
ing, no other videogame has 
anything like them. 


bow! [t's the egyptian fleet/ 


These superb graphics 
herald the start of the na- 
val engagement. 


Give orders to each galley, 
just as you did to the ground 
troop units on Crete. 
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ample, if Unit One has a “retreat 
strength” of 15 percent, it will auto- 
matically retire from combat and 
begin resting when its has sustained 
15 percent casualties. Likewise, a 
unit with a “100 percent” setting 
will stand and fight until it is wiped 
out utterly. 

Units can be ordered to march 
double-time, if there’sanemergency, 
but they will arrive at their desig- 
nated positions too tired to fight as 
wellas they could if they were better 
rested. Units ordered to rest will 
gradually recover their full effec- 
tiveness, even if their number has 
dwindled due to losses. It is vitally 
important to remember to rest units 
that have been heavily engaged — 
exhausted troops cannot inflict 
much damage on the enemy and 
may be destroyed altogether. 

On the whole, however, Warrior 
of Rome places greater emphasis on 
skillful maneuver than it does on. 
brute slaughter — and that’s what 
good generalship is all about. 

Combat takes place on a sec- 
tional map divided by square grids, 
which measure movement. Troops 
marching over rough terrain or hav- 
ing to cross water barriers will move 
more slowly than those traversing 
level ground, as would be true in 
reality. The types of terrain in the 
four battle scenarios are nicely var- 
ied, and rendered in crisp, colorful 
graphic style. 

You have the option of com- 
manding from three different scales 
of map. You can choose to remain 
aloof from the actual fighting, and 
concentrate on the strategy exclu- 
sively. But it’s more fun to zoom in 
on the optional battle screens, where 
animated warriors hack and thrust 


at each other. A clever arrangement 
of screen windows allows you to see 
up to three battles at once, in min- 
lature, without ever leaving the 
larger sectional map — like those 
little “picture in picture” windows 
that can be made to appear on some 
TV sets. 

From its opening narrative 
screens (a dazzling “traveling shot” 
of a whitewashed city with the spar- 
kling, azure Mediterranean Sea in 
the background) to its climactic en- 
counters in Alexandria, Warrior of 
Kome is a very good-looking game 
indeed. 

It’s also a bit peculiar, in some 
respects. For one thing, the opening 
scenario doesn’t, militarily speak- 
ing, make a whole lot of sense. Why, 
after suffering such a drubbing at 
his hands, would the Aegean pi- 
rates join forces with Caesar? A much 
better concept would have been to 
have the Romans simply defend 
against a sudden attack from the 
sea, then wipe out the pirates who 
made it to land — that, certainly, is 
what the real Julius Caesar would 
have done. 

For another thing, although the 
manual specifically suggests that 
you use two or more Roman units 
against one enemy unit whenever 
possible (good tactics for any army, 
any war, anywhere), the game will 
not let you make combined, simul- 
taneous attacks. One unit can attack, 
do damage, and withdraw, followed 
in sequence by another unit, but the 
two cannot deliver a crushing blow 
at the same time. Very odd. 

Another oddity is the troop 
movement in the game. Sometimes 
troops seem to take forever to move 
a few squares, while other troops 
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Notice that you now have a new option, 
ship repair. This is as important as resting 


your ground troops. 
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You must defend the landa- 
ing ship (the one with the 
gold sail) against all at- 
tackers, and steer it safely 
to Egypt. 


ae 


When the opposing fleets 
get in range, they'll start 
pelting each other with 
fireballs from their cata- 
pults. Surely some of these 
ships ought to catch fire 
and sink.... 
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Use the large scale map to 
plan your tactics — per- 
haps the enemy fleet can 
be outflanked. 


The landing ship will take 
evasive action on its own: 
your job is to keep it pro- 
tected at all times. 


Boarders away! These bloody-looking 
battles are very attractively rendered. 


Here, the landing ship is in 
danger of being cut off — 
conditions can change very 
rapidly during sea battles. 


Remember — despite their 
oars, galleys were mainly 
sail -powered ships. Pay at- 
tention to the wind-direc- 
tion arrow in the bottom 
right corner of the screen. 
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Soldiers: ¥ictory to Caesar’ 


If you plan and execute your strategy, 
triumph (not to mention the Queen of 


Egypt) will be yours. 


Fay 


might cover twice the distance inthe 
same time. And just as you get your 
troops in position for an attack, the 
game will announce a battle begin- 
ning somewhere else on the map — 
and suddenly you'll scroll to that 
point. You'll probably put up with 
this for a while, because the battle 
screens are fun to watch, but eventu- 
ally you may want to go into the 
“options” menu and change the 
“start of battle” item to “off.” Just 
remember that, when you do, you'll 
have to check the remote parts of the 
battlefield on your own, or you may 
miss something important. 

In practical terms, all of this 
means that the land battles develop 
much more rapidly than they would 
in reality, and uncomfortably fast 
for good generalship. Some players 
will like the element of challenge 
implicit in such velocity — others 
will become frustrated. 

Warrior of Rome is a first for the 
Genesis, and therefore it’s not per- 
fect. But on the whole, we feel that 
its unique subject, its inventiveness 
(in such areas as “retreat strength” 
settings and the inclusion of combat 
engineer units), and its beautiful 
graphics, outweigh its peculiarities 
and its lapses from realism. Hardcore 
strategy gamers will enjoy it, if they 
can relax and take the game on its 
own terms. And game players who 
are ready to go beyond the ninjas, 
koopas, and tentacled monsters of 
conventional videogames ought to 
give it a try. 


Madden 
Football 


Electronic Arts’ John Madden Football 
has stirred up more excitement in 
the Game Player’s office than just 
aboutany game we’ veseen recently, 
prompting staff tournaments and 
daily grudge matches. This supe 
football simulation strikes the 
fect balance between strategy a 
action, providing as much fun for 
the spectators as for the participants. 


ically commenting on 
NFL action. It’s not surprising, then, 
that drama and color are two of this 
gridiron translation’s greatest assets. 
The game’s palette of rich colors 
gives you turf you can almost feel, 
and play-off games in snow, mud, 
and rain. Players collide with re- 
sounding force, and on each down 
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just abc 2 any - -other\type. Of 4 

videogame . Thanks to the ‘systems. 

- advanced graphits and ability to - 
 Wandile big, complex prograths, the 

once inconceivable is quickly » be 

> coming routine. Can you believe 22 

football players 1 moving smoothly 
“across.the screen, without so mu 

Pasa flicker? How about a BRleogame. - 
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levels. For instance, if you’re just 
starting out, try coaching the All- 
Madden or San Francisco squads. 
Once you geta feel for the game, you 
can begin directing lesser teams in 
their bid for an upset. 

The teams are based on perfor- 
mances for the 1989 NFL season, so 
some familiarity with team strengths 
nd weaknesses for that s season is 
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you'll hear co popes 
and effort. : 

Variety is ano the game’s SG 
strong points. You can choose from 
17 different teams: 16 reg-ularsquads 
plus the All-Madden All-Stars. Be- 
cause the teams are designed to re- 
semble their 
NFL counter- 
parts, the di- 


versity serve 
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‘rea Chicago fan, 
that you should es- 
tablish a strong running game 
and stick to a short-yardage 
passing attack. If you’re coach- 
ing Miami, rely on the 
quarterback’s strong arm on 
deep pass routes. 

The game is easy to dive right 
into. You don’t have to wallow in 
playbooks and instruction guides to 


begin playing. When you get a 
chance, though, read through John 
Madden’s manual. Like Madden 
himself, the booklet is unique, en- 
tertaining, and offers some valu- 
able inside information. 

Allof this praise comes witha 
warning, though. Because John 
Madden is as addictive as NFL ac- 
tion, those widowed each football 
Sunday may now face the loss of 
additional family members to John 
Madden Football all week long. 


Lakers 
Versus Celtics 


Lakers versus Celtics is a success 
for the same reasons the NBA is a 
success. It features fast-breaking, 
rim-rattling action that can almost 
wear you out. It’s also a game of 
strategy, and winning depends on 
how you utilize the unique playing 
abilities of the NBA’s marquee 
names. 

Most of the league’s truly big 
ames star in Lakers versus Celtics. If 
hey don’t play for one of the game’s 
eight NBA franchises, chances are 
they appear on one of the two all- 
star teams. Think about the possi- 
bilities: Guiding Michael Jordan to 
his first-€ -ever NBA title, defeating 

[ae the dastardly Detroit 
Pistons in the process; 
or, playing out a 
rematch between last 
year’s finalists — the 
Pistons and the Trail- 
blazers. 

Both the physiques 
and signature moves 
the NBA players are easily 
discernable. You'll recognize Isiah’s 
finger-roll in heavy traffic, Charles 
Barkley’s monster jam, and Clyde 
Drexler’s flying tomahawk. 

Any familiarity you have with 
the teams and players in the NBA 
will bea big help, because each team 
mirrors its real-world counterpart’s 
1989-90 season. A complete se 
accurate statistics is supplied fo 
player, so do some scouting b 
the tipoff. 


place 
Celtics. 


With John Madde 

ers versus Celtics, Elec 
aone-two combination 
that should reap some 
pretty hefty profit 


Both games are h 


cs benefits from 
the fact that NBA basketball is one of 
the hottest tickets in sports today. 
Thanks to MagicJohnson, Larry Bird, 
and Michael Jordan, the league is 
selling out arenas night after night. 
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ketball that doesn’t mesh with the 
abilities of the club you’re coaching. 
If you're at the helm of the Pistons, 
for instance, pass the ball around so 
all of your starters get opportunities 
to score. If you’re the Lakers, re- 
member it’s “Showtime” and try to 
fast-break every chance you get. 
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rity-endorsed sports games 
‘proves that the company 
didn’t scrimp on quality sim- 
ply for the sake of big-name tie-ins. 
Arnold Palmer Golf is a prime ex- 
ample. The graphics are as lush as 
the greens at Augusta National, and 
the animation as crisp as Arnie’s 
drives off the tee. 

Arnold Palmer Golf presents all 
of golf’s sophistication without sac- 
rificing simplicity. This lets gamers 
begin enjoying it almost immedi- 
ately. It’s easy to learn, and it deliv- 
ers golf the way it was meant to be 
played. Practically every decision 
required of real-world golfers is in- 
cluded in this game package. 

Before eachand every shot you'll 
choose a club, decide on a stance, 
and adjust your swing. You're given 
a wealth of information on which to 
base these decisions, including wind 
speed, wind direction, distance to 
the pin, and the type of turf you 
must hit from. 

You're also faced with strategic 
decisions. Should you go over haz- 
ards or around them? Should you 
putt aggressively 


The inset. box 
tells you that 
your ball lies in 
deep rough. 
You'll have to 
take this into 
account, hitting the ball a 


bit harder than you nor- 
mally would. 


and try for the birdie, or play 
it safe and settle for par? 

There are three courses 
to choose from — one each in 
the U.S., Japan, and Great 
Britain. In the practice mode 
you can choose to play any 
hole on any of the three 
courses. This isa very helpful 
feature, allowing you to fine- 
tune your game before enter- 
ing tournament play. 

In the tournament mode you 
join a field of 16 challengers, each 
battling for experience, a higher 
rank- 
ing, 
better 
clubs, 
and 


The 


white Putt Mark indicates 
the direction of the putt. 
You can adjust it by press- 
ing the control pad to the 
left or right. 


cash’ winnings. 
The player with 
the highest earn- 
ings at the end of 
the 12-tournament 
season gets to don 
the coveted blue 
blazer. 

In addition to 
prize money, 
you'll gain experi- 
ence points for every tournament 
you finish in eighth place or higher. 
The higher your experience points, 


Ss 


An in- 
struc- 
tion 
screen shows the breaks in 
the green, while the inset 
box gives you a closeup 
view of your ball’s position. 


the more power you'll have on each 
stroke. You'll also earn skill points, 
Which increase your success with 
finesse shots like hooks and slices. 
As your abilities increase, you’llalso 
get more experienced caddies. 
Eventually your caddie can give you 
information on yards remaining to 
the green, the effects of the wind, 
and how to hit a ball froma given lie. 


You're given the opportunity 
to adjust your stance before 


each shot. Use this to hook 
and slice the ball around 
obstacles. 


Tommy Lasorade 
Baseball 


With Tommy Lasorda Baseball, 
Sega of America hita grand-slam 
home run. Sharp graphics, vi- 
brant colors, full action, and re- 
markable realism make this game 
one of the best baseball simulations 
available for any entertainment sys- 
tem. The realism begins with what 
you see on-screen, and extends to 
game play out on the field. 


The iieiation screen tells 
you, among other things, 
the speed of the last pitch, 
the count, and info on both 
the batter and the pitcher. 


Visually, the game is un- 
equalled. You can see the seams on 
the baseball, the wrinkles in the 
players’ uniforms, and even the cars 
parked outside the arena. 

Those touches wouldn’t be 
worth much, though, without solid 
baseball action to back them up. For- 
tunately, Tommy Lasorda is full of 
action. On the mound, you can 
choose from an arsenal larger than 
that of most pro hurlers: curveballs, 
sliders, fastballs, and change-ups. 
When you're at bat you can bunt, 
knock one out of the park, or hit a 
sacrifice fly deep into the outfield to 
bring in your man on third. 

Once you start getting some base 
hits, you can make the coaching de- 
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You can change the batting 
order to your liking before 


the game, and view detailed 
stats for every player. 


cisions that constitute baseball’s 
game-within-the-game. If you have 
a man on first, should you try to 
frustrate the defense by threatening 
to steal second, call up a pinch run- 
ner or a clutch hitter, or just sit tight 
and let your hitter dictate the action? 
With Tommy Lasorda, the decision is 
yours. 

Baseball is largely a game of 
numbers, and Tommy Lasorda is no 
different. It’s wise to study the statis- 
tics before making those important 
decisions. For instance, let’s say it’s 
the bottom of the eighth inning. Your 
guys are down 5-3 with one out. You 
have a base runner on second with 
your worst hitter in the lineup com- 
ing up to bat. What should you do? 

One suggestion would be to look 
at your bench and find the player 
with the best batting average. You 
could send him up to eel -hit, hop- 
ing he 


The 
small, 
white field sere shows 


you all the players and their 
locations. 


33 


Seas k Saal 


would at least advance your runner 
so that your lead-off man could then 
bring himin. You could also send up 
your best home-run-hitting reserve. 
If he knocks it out of the park, it’s a 
tie ball game. The statistics will tell 
you who these potential subs should 
be. 

Subplots like this one are where 
Tommy Lasorda really shines. You can 
become as involved in the game as 
you desire, both as a player and as 
the manager. You can attempt to 
number-crunch your team to vic- 
tory, as Oakland’s scientific skipper 
ASSMAN : 
<.) meztees MEMBER SELECT POS ITION 


NAME - = 
BATTER oe ad TT mes & 


RUNNERIB MACK :263 
RUNNER2ZB KLAAS [300 O8 R-R B 


At any point duvina the 
game, you can bring in a 
pinch hitter, a pinch run- 
ner, or a relief pitcher. 


Tony LaRussa often does. Or you 
can make a move based purely on 
gut feeling —justas Tommy Lasorda 
(whose gut has a reputation all its 
own) has done with so much suc- 
cess. 


Tommy Lasorda is a game any 
baseball manager would be proud 
of—few errors, lots of hits, and 
plenty of fun for the fans. 


World Champion 
ship Soccer 


No sporting event in the world 
attracts more attention than World 
Cup soccer. More than a billion 
spectators worldwide tuned in to 
1990’s edition of the quadrennial 
soccerfest on television, while mil- 
lions more attended in person. 
Given this global appetite for 
what most of the world calls foot- 
ball, it’s surprismap of the world. 
You can use it to locate the teams 
and the countries they represent, 
and to call up statistics for each 
squad. 


World Cha p Soccer also 
gets high marks for game play. The 
A, B, and C buttons control your 
player’s movements, and in combi- 
nation allow realisticmaneuvers like 
high kicking, diving, and heading 
the ball. Although your fingers migh 
get a bit tired pushing the 
upfield, player movement qu 
becomes second nature. Ball con 
will probably be your greatest chal- 
lenge. Passing effectively takes a bit 
of practice, since each control button 
executes a different style of kick. 
Once the ball is put in play, you 
view the action from above the field, 
controlling the player marked with 


ifnot outstanding. The closeups used 
on some special plays, such as cor- 
ner kicks, represent the best the game 
has to offer visually. During most of 
the game, though, you'll see the 
overhead view. 

So if network television’s spotty 
soccer coverage leaves you longing 
for more, World Championship Soccer 
may just what you're looking for. 
e action and strategy of the real 
g are captured in this very good 
lation — and you don’t have to 
wait four years between tourna- 


ments, either. 
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shows only a small portion of the 
expansive playing area, it’s crucial 
that you monitor the small inset box 
in the lower right of your screen. It 
provides a view of what's taking 
place on the entire field, which is 
especially important on long kick 

The graphics in World Cha 
onship Soccer are crisp and ef 
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William R. Trotter 


Considering the M1A1 Abrams battle tank’s role 
in Operation Desert Storm, Sega’s Abrams Battle 
Tank could be even more popular now than when 
Electronic Arts released the PC version in 1989. 
Sega has translated the computer version into a 
videogame with virtually identical graphics (good), 
and somewhat simplified controls (even better). 
The game places you in a NATO military 
action, as you use your tank to help repel a Soviet 
invasion. You can tackle eight different mission 
scenarios — some offensive, some defensive, 
daytime or night — or fight an entire World War III 
campaign. You move between four different sta- 
tions (Commander, Cupola, Driver, and Gunner) 
inside the tank, and various screens are easily 
accessible to show you a large-scale map of the 
battle zone, the heading and bearing of your tank, 
how much damage you have sustained, etc. 
Tank motion and maneuverability are ex- 
tremely realistic — it’s great fun to open the throttle 
and just go joyriding over the German country- 
side, even though that probably won't help you 


| Your orders are sirpie ~ 


The Colonel issues your or- At the supply depot, you 
ders at the start of each can customize your ammo 
mission, and critiques your load to match the needs of 


accomplish your mission. The action sequences are 
intense, and you may find yourself under missile as 
well as shell attack in some scenarios — not to 
mention Russian gunship helicopters. 

It may take you a while to master the controls 
available in the four stations, and it’s easy to get 
confused during a heated battle. The first thing to 
learn is the difference between heading (the direc- 


tion in which the front of the tank is pointing) and — 


bearing (the direction in which the turret is point- 
ing). Monitor your bearing and heading often. Re- 
member that you can see better (and access the 
strategic map) from the Commander’s Station, check 
on speed and fuel consumption from the Driver's 
Station, and aim and fire the main gun only from 
the Gunner’s Station. Once these distinctions be- 
come automatic, your performance in battle will 
improve dramatically. 


Sega of America, 573 Forbes Blvd., South San Fran- 
cisco, CA 94080 


performance — none too the upcoming mission. target. 


gently — at the end. 


A box appears near the 
cross hairs when your. 
computer has acquired a 
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Pop-up menus give access to When the range figures turn 
most of the game’s options, red, your target is within 
and allow you to change point range of the ammo you’re 


of view within the tank. ; using. 
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If you hit an enemy, you'll be informed. 
As soonas the killis confirmed, choose 
another target. 
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Use hills and other terrain features for 
cover and observation. 
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When you take a hit, you'll be 
told which direction the shell 
came from. Turn quickly to 
face the attacker. 
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Watch out for Sagger missiles. 
They're fired by infantrymen, so 
they're small targets and often diffi- 


cult to find. Saggers can do exten- 
sive damage to your vehicle. 


The Commander’s Station gives you ac- 
cess to large- and small-scale maps of 
the battle zone. Refer to them often, or 
you may find yourself wasting precious 
fuel and ammunition. 
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Sometimes your targets in- §@ If you quit a mission before | Each mission ends with a tally 
clude enemy buildings aswell #the job’s done, expect a @ of how many ‘targets you 
as vehicles. You may have to chewing out when you get @ knocked out. 

change ammunition types in back. 

order to do any damage. 
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Switch to cliermal aie for nighierh missions | 

and for maintaining visibility when you use 

smoke screens. emy tanks — will show up as 
red shapes. 
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In the World War Ill campaign, your total 
kills are tallied, and you are rated on your 
overall performance. 


me You u identify and lock on to o targets just as 
\ you would on a daylight mission. 
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This mountain pass is dangerous — the 


enemy has placed Sagger batteries on 
both sides of it. 
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kind of 
ammunition round is best suited for, and 
tailor your load accordingly. Each mis- 
sion may require a different mix of shells. 
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If you don’t have time for a whole cam- 
paign, you can select one mission. There 
are three levels of difficulty, and you can 
choose either day or night actions. 
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Become familiar with each crew station. 
The better you know the commands avail- 


able in each station, the more success 
you'll have in battle. 
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sented by gray, triangular rubble heaps 
— not very realistic, but useful as 


markers. 
= a al ree 
SENZA NA 1. 
/) BOR EE 


s—Ff 


ee eee 


If you run low on ammo or fuel, head back 
to a friendly base and restock. 


In the Moselle Defense mission, try 


knocking out the bridge to shut off enemy 
reinforcements. 


The diagram just below the 
“heading” read-out shows if 
and where your tank has sus- 


RS tained any serious damage. 
t cumt You ectwett« gullec | 
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When you are successful, the Colonel ts 
generous with his praise. 


From the driver’s position, -you can check 
fuel, speed, and engine temperature. 
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If you need a sudden burst of high speed, Access this screen to get detailed in- 
disengage the governor. Remember that formation on the tank's status and 
if you run the Abrams flat-out for long supplies. 

periods of time, you risk burning out the 

engine. 
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If you move too close to the river, your driver 
will issue a gentle reminder. 


Sometimes you'll see the infantrymen 
aiming Saggers at you. Use your machine 
gun or just run over them — the result is 
the same at such close range. 
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Matthew A. Firme 


Not many videogames are good enough to inspire three sequels. After all, it takes time and money to develop 
a game. Software companies aren’t in the habit of squandering resources to design follow-ups to unpopu- 
lar titles. So when we heard that Sega was bringing back their video hero Alex Kidd for a fourth adventure 
— this time on the Genesis — we expected a lot. And Alex Kidd in the Enchanted Castle delivers. 

This time around, Alex is in search of his father. Although he had almost given up hope of ever seeing 
his father again, Alex has heard rumors that his dad is being held ina distant castle. Looking better than ever 
in 16-bit splendor, Alex begins his search in the quiet village of Rookietown. 
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As always, games of rock-paper-scissors are an important 
part of Alex’s world. You play for all kinds of useful items 


— and sometimes for your life. 
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In the cavern below, you'll find many 
red chests full of money and even a 
little Alex that gives you an extra life. 
The gray chests can be full of bombs, 
though, so get ready to run. 


GAME PLAYER'S 


ground. 


Alex journeys across the prairie and 
meets fierce creatures like this prairie 
dog. Remember to collect as much 
money as you can. Each time you con- 
tinue the game, it costs 1,000 yen. 
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Jump up and down here, just past the first building in 
Rookietown. The street gives way, opening a hole in the 


With the motorbike you can ride 
quickly and safely over any obstacle or 
creature. But if you hit a red ball, you'll 
lose the bike. 
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Sometimes it pays to venture upward. 
There are many chests hidden in the 
sky above the prairie. 


Besides a bag of money, this octopus is 
sitting on a cloak of invincibility. Use 
the power ring to attack his arms. 


Explore the skies for extra life and 
wealth. You'll need both in the levels 
to come. 


In the third area, Splashy Sea, Alex 
goes underwater. This level also in- 
cludes an extensive area in the sky, but 
you'll need a helicopter to explore it 


fully. 


Watch your step in the Scorpion Des- 
ert. Scorpions are everywhere, coming 
up from the sand when you pass above 
them. 


Inside the pyramid you have to ma- 
neuver through some tight places. But 
the reward can be great. 


Inside this giant sponge is a gorilla 
with a very special cane. 


If you punch the pillar, you can catch 
this mummy between a rock and a 
hard place. 
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Be sure to pick up this necklace. It 
greatly increases your chances of fin- 
ishing this level. 
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Use the necklace before you meet the queen. With it, you can 


) The woods are full of dangers, like this familiar slasher with 
read her thoughts as you play rock-paper-scissors. 


the hockey mask. 


HMSorry, your trip 
here ..pad. 
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The monkeys try to hem you in on both 
sides, so be careful. Wait until they’re 
on the ground, then punch. 


Use the necklace here, if you have one. 
If the bear beats you, you'll lose a life 
and go back to the beginning. 


In Tropictown, the only entrance to the 
underground cavern is here, next to 


the gray pillar. Stock up on items — it’s 
your last chance to shop. 
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Rock Mountain is occupied by nasty little old men. 
They appear and disappear and will knock you out 
with their canes. After the mountains, you'll have to 
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ife on Terra 12 was dif- 
ficult for the human 
colonists, but peaceful. 
Then one day, a freak 


2 
LZ accident changed 


Nee 
TET things forever. A burst 


of radiation from deep space con- 
taminated the planet. The few na- 
tive life forms that survived the initial 
exposure mutated almost beyond 
recognition. Only a handful of hu- 
mans survived, and they soon dis- 
covered that the intense radiation 
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IPVADED THE FLAPET: AM BEGAN 
THE SYSTEBATIC DESTRUCTION OF 
FLL REMAINING SENTIENT LiFe. 

YEARS OF BATTLING THE ALIEN 

* GOVERNORS’ HAVE GOME BY:>AND now 
OFLY OME HOFE SURVIVES TO AVENE 
THE DESPERATE TERRAN COLONISTS... 
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IN THE NIGHTMARISH 


WORLD OF TERRA 12, THE 
COLONISTS HAVE ONLY 
ONE HOPE — ATOMIC 
ROBO-KID. HE MUST DE- 
FEAT THE ALIENS AND 
ACTIVATE EVE, OR ALL 
WILL BE LOST. 
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Jeff Lundrigan 


had made them incapable of repro- 
duction. Their numbers dwindling, 
the humans weren’t able to ward off 
the increasingly hostile mutants. 
Soon, alien “governors” controlled 
most of the planet. 

In an effort to perpetuate the 
species, scientists developed EVE, a 
bio-droid capable of using human 
DNA to produce healthy children. 
But before EVE could be activated, 
conditions on the planet became so 
dangerous that the scientists could 
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GRA ALS 
AT THE BEGINNING OF 
THE GAME TO CHARGE 
ROBO-KID’S ATOMIC EN- 
GINES. YOU ONLY NEED 
TO CHARGE YOUR EN- 
GINES ONCE, BUT IF YOU 
DON’T DO IT, ROBO-KID 
CAN'T FLY. 
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Gry, 


no longer reach her. In a desperate 
attempt to reach EVE, they devel- 
oped Atomic Robo-Kid, an android 
designed for battle in the planet's 
hostile environment. He is now their 
only hope of activating EVE, and 
defeating the alien governors. 


Treco, 2421 205th Street, Suite D- 
204, Torrance, CA 90501 
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THESE 
METAL BUGS CONTAIN 
ROBO-KID’S POWER-UP 
CRYSTALS. SHOOT THE 
BUGS TO RELEASE THE 
CRYSTALS. ) 
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BLASTING 


ACT 2ISA MAZE OF WIND- 
ING PASSAGEWAYS LINED 
WITH GUN TURRETS. USE 
THE 3-WAY HERE. IT CAN 
PENETRATE WALLS, WHILE 
YOUR ENEMY’S SHOTS 
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AT THE END saat EVERY ae 
IS AT LEAST ONE PORTAL 


me THAT TAKES YOU TO THE 


PEKS, 


EDR. 


NEXT STAGE. ACT 2 HAS A 


~ Silaeses OF THEM. 
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A CRYSTAL REPEATEDLY, 
YOU CAN SELECT ANY POWER-UP YOU 
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==° THIS DEAD- § 
(i LY STAR 
abs FILLS THE 


*°: ENTIREPAS- & 


iter. SAGEWAY, 
ie AND LOOKS 
»OiSANS 2: PRETTY IN- 
ees TIMIDATING. 

LIKE MOST 


OF THE ENEMIES YOU’LL MEET, THOUGH, = 
IT’S STUNNED FOR A MOMENT WHEN 


# SHOT. IF YOU SHOOT FAST ENOUGH, IT 
WON'T BE ABLE TO FIRE AT YOU BEFORE 
ITS DESTROYED. 


YOU CAN FIRE MISSILES IN 
ANY DIRECTION, AND THEIR 
IMPACT DAMAGES MORE 
THAN ONE ENEMY AT A 
TIME. THEY ALSO DESTROY 
ENEMY PROJECTILES. 


THE BOTTOM PORTAL TAKES 
YOU TO ALUSH JUNGLE. IT’S | 
SCENIC, BUT THE TREES 
BLOCK YOUR VIEW OF THE 
ENEMIES, AND THERE ARE 
ONLY A COUPLE OF POWER 
| CRYSTALS. 
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ee 


AT THE END OF ACT 2 You’ LL 


MEET THIS GUARDIAN RO- | 
BOT. DRAW HIM BACK TO 
THIS POSITION, WITH THE 


SHORT WALL BETWEEN HIM & 


AND YOU. THEN EDGE UP 
UNTIL YOUR SHOTS JUST 


m™ CLEAR THE TOP OF THE 
WALL, AND BLAST AWAY. IF & 


YOU HAVE THE FISSION GUN, 
YOU CAN SHOOT HIM RIGHT 
THROUGH THE WALL. 
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THE TOP PORTAL LEADS TO 


THIS ROUTE, HIGH ABOVE @ 


THE WEIRD FOREST. THE 
WAY IS CLEAR, AND CRYS- 
TALS ABOUND. 


ER OES 


ee 


THE FIRST 

GOVER- | 

NOR. HIS 

WEAK 

SPOT IS 

HIS EYE, 

BUT THE & 

EYEONLY & 

OPENS 

ONCE YOU’VE DESTROYED THE TWO 
REAR-FIRING TURRETS. WHEN THE EYE 
OPENS, FLY BACK TO THE FRONT OF THE 


IF YOU HAVE THE FISSION 
GUN, YOU CAN FIRE 
STRAIGHT THROUGH THE 


CREATURE AND BLAST HIM. 


GOVERNOR FROM THE BACK 
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AFTER EACH GOVERNOR 
YOU'LL ENTER A BATTLE 
STAGE LIKE THIS, WHERE 


a YOU FIGHT IT OUT WITH A 


MAD ATTACK DROID. THESE 


» ARE AMONG THE MOST DIF- 
' FICULT STAGES 


IN THE 
GAME, AND ONLY THE 


sag VVINNER LEAVES. 


THE DINOSAUR-LIKE CREA. 
TURE AT THE BEGINNING OF 
ACT 7 IS THE MERCHANT. 


§ AND HIT HIS EYE. 


UNTIL YOU GET TO THE END, 
WHERE YOU’LL MEET THIS 
TOUGH GUARD-BOT. TAKE A 
FEW SHOTS, THEN BE READY 
TO DODGE HIS INCOMING 
FIRE. YOU CAN ALSO FLY 
PAST HIM’ AND INTO THE 
PORTAL — IF YOU’RE QUICK 
ENOUGH. 
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THE ONLY ENEMIES IN THIS 

STAGE ARE A SERIES OF 
LONG, BONY COLUMNS 
THAT SLIDE OUT OF THE 
FLOOR AND CEILING. AL- 
THOUGH THEY CAN BE DE- 
STROYED, 
EASIER TO DODGE THEM. 
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DURING THE GAME. HIS PRICE | 
THOUGH — ONE LIFE FOR E 


IT’S USUALLY | 


WALK OVER TO HIM AND 
WAIT A FEW SECONDS TO 
TALK WITH HIM. 


YOU BUY. 


BUY MISSILES IF YOU DON'T 
HAVE SOME ALREADY. WITH- 
OUT THEM, THIS BANK OF 
TURRETS AT THE BOTTOM 
OF THE SHAFT IS ALMOST 
‘IMPOSSIBLE TO GET PAST. 
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AGAIN, A 
FISSION 
G UN 
MAKES 
IT MUCH 
EASIER 
TO DE- 
FEAT THE 
GOVER- 


Cale 


NOR, BECAUSE YOU CAN SHOOT HIS 


EYE FROM BEHIND. 
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/ IN ACT 10 YOU'LL FACE AN- 
‘OTHER BUNCH OF BONY 
COLUMNS. THEY BEHAVE AS 
THEY DID BEFORE, BUT BE- 
-YOND THEM IS A PARTICU- 
LARLY FAST-MOVING, VI- 
IOUS SWARM OF MU- 
TANTS. ADVANCE SLOWLY 
SO YOU TAKE THEM ON IN 
SMALL GROUPS INSTEAD OF 
‘ALL AT ONCE. 
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THERE’S A CRYSTAL DOWN 
THE TUNNEL TO THE LEFT OF 
THE TURRETS, AND TWO 
MORE HERE AT THE END OF 
THE STAGE. 
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THE SECOND GOVERNOR 


LAYS DOWN AN IMPRESSIVE 
FIELD OF FIRE, BUT THE 
SHOTS MOVE SLOWLY AND 
YOU CAN DODGE THEM 
WITHOUT TOO MUCH 
TROUBLE. 


ACT 9 IS 
A SERIES 
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SPHERES 
WAIT 


FOR YOU AROUND “ALMOST EVERY 


CORNER — THE 3-WAY IS HANDY FOR 
TAKING THEM OUT. 


PSecaaet tag ean berry 
DON’T TRY TO TACKLE THIS 
MECHA-SNAKE — YOU’RE 
BETTER OFF JUST LEAVING 
IT ALONE. KEEP MOVING 


ONCE YOU FLY PAST IT, BE- 
CAUSE IT LOOPS BACK. 


§ DON'T LET THE BEAUTY AND 
RELATIVE EASE OF ACT 11 


LULL YOU INTO CARELESS- 
NESS. USE THE 3-WAY, AND 
STAY ALERT. 
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THE THIRD GOVERNORISA BITTOUGHER 
THAN THE FIRST TWO. HIS VULNERABLE 
SPOT IS STILL THE EYE, AND THE 


ron 


STRATEGY IS BASICALLY THE SAME — 
BUT THIS TIME HIS SHOTS FOLLOW YOU, 
AND HIS LONG MECHANICAL TAIL IS 


TOUGH TO AVOID. 
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me, OTHERPASS, RATHER THAN 


TRYING TO DO A LOT OF 


ee) DAMAGE ALL AT ONCE. 


See THIS TIME, egg COLUMNS 


AREN'T AS EASY TO DODGE 


ACT 13 IS ANOTHER EVE- 
PLEASING STAGE. THESE 
ROBOTS ARE TOUGH BE- 


CAUSE THEY WAIT A LEVEL 


BELOW YOU, OUT OF REACH 


| OF MOST WEAPONS. 
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THE FOURTH GOVERNOR IS 
STUDDED WITH GUNS, AND 
IT TAKES SEVERAL HITS TO 
DESTROY EACH ONE. IF YOU 
HURRY TO THE TOP OF THE 
SCREEN, YOU CAN USUALLY 
BLAST THE FIRST TWO OR 
THREE GUNS AS THE GOV- 
ERNOR DESCENDS. 
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HIS TAIL 
MOVES IN 
A STEADY 
PATTERN. 
IT’S BEST 
TO SCOOT 
wm PAST 
WHEN 
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THE TAIL IS SWINGING FORWARD, TO- fee 
WARD THE LEFT SIDE OF THE SCREEN. 


OF COURSE, YOU COULD 
BLAST THEM 
THROUGH THE COLUMNS 
WITH A FISSION GUN. 


ACT 16, LIKE ACT 2°,ISA 
WAV = OF GUN TURRETS. 
BUT THIS TIME THERE ARE 
MORE OF THEM, AND THE 


BULLETS FLY THICK AND @& 


HEAVY. 


RIGHT @& 


AT THE END OF THE STAGE IS 
ANOTHER OF THOSE TOUGH 


ACT 17 IS PRETTY, BUT DEADLY. 
Lorine os YOU'LL FACE THICK SWARMS OF 


MUTANTS, AND IT’S EASY TO BE- 
COME SURROUNDED BY THEM. 
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IN ACT 18 
YOU'LL MOVE 

EVEN THE COLUMNS ARE THROUGH ¢ 

DEADLY, SHOOTING AT YOU BONY, WIND- ! 


AS YOU PASS. THEY CAN ING PASSAG- PS rt Rape y, 
HIDE THE POWER CRYSTALS ES. IT’S EASY Dae 

TOO, MAKING IT DIFFICULT TO TAKE A WRONG TURN, AND YOU WON'T KNOW 
TO TELL WHAT YOU'LL GET IF IT WAS WRONG UNTIL YOU HIT A DEAD END. 
YOU PICK IT UP. | 


MISSILES OR | « 

THE 3-WAY ; 4079 
ARE INVALU- j 2’ eay~ 
ABLEASYOU' ©. g 
MOVE UP ji) ce 
AND DOWN | ®& 3 <% 
THROUGH ©. 

THe cone Sf 

DORS. YOU CAN TRY TO JUST SLIP PAST AT LAST ROBD.KID HAS REACHED 
THE ENEMIES, BUT YOU NEVER KNOW FILLING FINAL GOVERNOR. IT 
WHAT’S BEYOND THEM AND YOU MIGHT BRISTLES WITH GUNS. AND 
GET TRAPPED. THIS TIME, ROBO-KID GOT DOESN'T LEAVE YOU MUCH ROOM 


LUCKY. TO MANEUVER. THE FATE OF TERRA 
| a 12 IS IN YOUR HANDS NOW. 
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Gotham City ‘is planning its bicen- 
tennial celebration. The dark, tow- 
ering skyscrapers of Gotham’s fa- 
mous skyline are being sandblasted 
clean; the streets hosed and washed; 
and banners hung everywhere pro- 
claiming the city’s anniversary. Lo- 
cal businesses, the media, and the 
city government are working to- 
gether to paint a festive facade over 
the gloomy metropolis. 


STILL ALIVE, J 
BEEN ALTERED 
WAS BLEACHED 
SEABEED GREEN, 


ARANCE HAS 

Y. #25 FLES# 
TE, HAIR COLORED 
FORN ABD 


PUCKERED, AND nice FHAEMISTED IN A 
HIDEOUS cx pna ace FERSOWA 
EMERGES SER ‘am FIRST DERTY 


DEED IS TO 


HEXT, THE EE ree TC BRI8G GOTHAX 
ClTY FO TTS KMEES BY POISONING FRE 

| BEOPLE WITH A “DDID HERVE GAS”. 
HOWEVER. BATMAN ES WISE FO THE JOKER'S 
SCHEME AND FINDS AM ANTIDOTE FO DDED 


Digitized photos from the 
movie highlight the story of 
Gotham City’s celebration, 
and the Joker’s evil plan. 


Matthew A. Firme 


But in his hideout at the old Axis 
Chemical plant, the infamous Joker 
is at work on his own twisted plans. 
He has concocted a terrible nerve gas 
that distorts its victims’ faces, freez- 
ing their features in a parody of the 
Joker’s own hideous grin. Death 
follows quickly. And now, while the 
eyes of the nation are focused on 
Gotham City and its celebration, the 
Joker moves to unleash his nerve gas 


Like a specter, Batman 
drops to the streets of 
Gotham City. The thugs who 
will stand in your way aren’t 
very tough, so this stage is 
a good opportunity to 
practice your moves. 


on the innocent people of the city. 

As the Caped Crusader, you'll 
battle Joker’s thugs in the Flugelheim 
Museum. You'll race through the 
streets of Gotham City in your 
Batmobile, and take to the skies in 
the Batwing. Finally, you’ll climb 
the towering Gotham Cathedral to 
face the Joker himself. 


Sunsoft, 11165 Knott Avenue, 
Cyprus, CA 90630 
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You'll use the low side-kick 
often. By crouching and 
striking with a low kick, 
Batman can often stay be- 
neath an enemy’s attack. 
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These thugs don't have the sense to come = The Boxer is the boss of hes firet stage. 
in out of the rain. You'll have to show them He’s powerful, but sluggish. Jump to avoid 
how dangerous a thunderstorm can be. his charges, then throw punches as soon 


as you land. Save your Batarangs for 
tougher enemies. 
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The nheriddind Axis Chemical You'll Goad the Bathook to 
Factory is a dangerous place. reach the pipe above your 
This pipe can suddenly burst head. 

beneath your feet, so be ready 

to jump. 
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ee po. are Spliced all over the oe Punch the laser c cannon 1 to destroy: it it 
factory. Duck to avoid deadly laser before you start down this corridor. 


blasts, but keep an eye out for sneak 
attacks. 
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Watch for power-ups. The heart above [i When this bazooka-toting thug comes 
this bazooka man will fill your life meter. into view, keep a close eye on him and be’ 
ready to duck. If he blasts you with his 
weapon, you'll lose a life. 
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Exploding pipes area danger. 
In this case, you might plum- ner, is Jack Napier! Somer- 


met to your death if you lose sault to the center platform, 
your footing. then again toward Napier. 
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Flugelheim Museum. Most are carry- 
ing guns, although they're a bit slow on 
the draw. Remember, you can defeat 
some bad guys by jumping on them. 


aa 


Axel, the ax-wielding terror of the Mu- 
seum, hurls his hatchets with deadly 
force. Move in close to him and use the 
low kick. 


sateen! 
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lands, strike with both fists. 
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It looks simple, but leaping and climbing 
up this spiny shaft can be lethal. Be 


_ sure to grab the one-up at the bottom 


right of the shaft! 


Another of those burly 
axmen awaits you at the 
top of the shaft. Close in on 
him quickly, striking with a 
barrage of punches. 


As Joke watches from the balcony, 


Crusher enters to challenge Batman. 
Crusher’s most lethal technique is his 
flying belly-flop. Fortunately, it’s easy 
to avoid. 


Once he’s defeated Crusher, theCaped Ii m Stage 4 finds you racing through 
Crusader grabs Vicki Vale and whisks Gotham City in the Batmobile. Your 
her to safety. | main weapon is a high-powered ma- 


chine gun, and you have a supply of 
heat-seeking missiles. 
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Use your missiles to destroy 
that tank ahead. The bombs 
it tosses at you are especially 
powerful. 


Even in the heart of the city, Joker’s @ The nuclear-powered Blaster is waiting 

tanks try to stop you. Keep your eyes for you at the end of the road. Use your 

open for extra missiles. missiles, and zigzag in and out of the 
Blaster’s fire. 


s the enisind pantie ét seis 4, you're ii Use the jumping attack to Hernaialk mimes 
back on your feet. These white-faced from their perches. The stout mimes — 
mimes are everywhere, and getting can breathe fire, so watch them. And if 
past them will require precise jumping you’re low on lives, try walking off the 
and lightning attacks. os of this platform. Three one-ups lie 


Swords flying, Sinbad’s 

~-», cousin seeks to avenge the 
mimes. Defeat him as you 
did Sinbad — leap over him, 
then attack. 
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“8 stage 9, Batman twihieis to the melas Ce The funny look of these balloons is very 

sky in his Batwing. Its weapons are the wee =misieading. They're full of the Joker's 

same as those in the Batmobile. : deadly nerve gas, and you must destroy — 
: them before innocent people are killed. 
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The final stage takes Batman to Gotham 


Cathedral. Get ready to face some stiff 
resistance. 


Be careful while facing the 
enemies in this hallway. 
That spiked ceiling really 
limits your movement! 
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Sinbad is back, and so is each of the 
other stage bosses. You'll have to fight 
them all if you hope to find the Joker. 


At last, face-to-face with the Joker' 


Only one of you can leave the Cathedral 
alive. 


n Castle 
of Illusion: 
Starring 
Mickey 
Mouse, 
Disney’s characters 
and style are wonder- 
fully represented. The 

graphics and animation could pass 

for a feature-length movie. 

The artwork in this game is rich 
with detail, and the animation re- 
calls the Disney characters of the 
‘30s and ’40s. The backgrounds f 
are beautiful, and the use of }, 
scrolling fields and shading gives \ 
the game a visual depth. Castle of 
Illusion is one of the best-looking 
titles on the market today. 

As Mickey, you must rescue 


your friend Minnie Mouse 
from the wicked witch Miz- 
rabel. Mizrabel, jealous of 
Minnie’s beauty, is holding 
Minnie in the Castle of [llu- 
sion. The witch has filled the rooms 
of the castle with frightening illu- 
sions and enemies. Only by search- 
ing through the castle for the seven 
Jewels of the Rainbow can you save 
Minnie. 

The story line, colorful anima- 
tion, and general lack of violence 
make this an excellent game for 
younger players — but, as with most 
Disney products, it’s bound to find 
fans in every age group. 


Lisa M. Bouchey 


Sega of America, 573 Forbes Blvd., 
South San Francisco, CA 94080 
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YOU MUST FINE THE SEVEN GEAS OF THE 
RRINBOY. THEY VILL GIVE YOU THE Pes 
10 BVERCOME AIZRABEL. 
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At the castle gate, Mickey Bas 
meets an old man who was 
king of the castle until 


Mizrabel seized his throne. 


There are five doors inside 
the castle that lead to dif- 
ferent worlds of illusion. 


Before Mickey can stop her, 
Mizrabel whisks Minnie 


away to the Castle of Illu- 


The king tells Mickey that 
he must obtain the seven 
Jewels of the Rainbow to 
defeat the witch. 


sion. 


Only by carefully searching 
each world can you rescue 
Minnie. 


The Enchan- 
ted Forest is 
the first 
world you'll 
visit. It’s full 
of unlikely 
dangers, like ex7ep) e.le b7. ©. we ea a 
this seed- “pomen “SBIBIES ate COR Sarde Chee Wes et ea Wer y ESE 
SOOWihg tue. COMER IBIS UTES HE9Bi., © Aeciduous 
lip. Mickey can datend himself either by enemies. 
throwing items at foes, or by bouncing on fa Press push ideuin and, when Mickey's 
them. | in position over the enemy, press C or 
down to attack. 


bounce at- 
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Watch your step!Some pretty | Stars give Mickey power. § Tarzan Mickey? Swinging 
horrible fates — like this free | When your power gauge is from vines is the only way to 
fall in a bottomless pit — | full, pickingupastarwillearn § get across the pits in this 
await the careless mouse. 1,000 points. neck of the woods. 
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coer SIRS GATS” B8BDoee 
A pair of mouse ears gives Mickey an 


extra continue. Scoring more than This giant aoe 2 rolls down the hill 
40,000 points also earns an extra after you, but if you jump at the 


bottom of the ramp, the killer fruit 
will roll right under you. 
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POHER “‘SBIgiEs aTEés “ BRRB5- | 
As you jump from leaf to leaf in the 
second stage of the Enchanted For- 
est, spiders will drop toward you 
from their webs. 


PO eR sine ‘ee ae B85 6 Gero 4 q ya > pin ae 


Diamonds are 
each worth 
100 points, and 
these apples 
make good 
weapons to hurl 
at enemies. The 
, ee ear only way to 
: reach this nest of loot is to bounce off the top 
of the ghosts. 


Se 
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: When the is rolls away from 


you and hits the tree trunk, 


These tiadets shaken narrow i wii) MP “a3 Ui | U } f the impact shakes loose a 
to allow a bouncing attack. staat _ 2Ye@ shower of acorns. As long as 


Throw apples to clear the 


Stay to the left ee you 
encounter the forest boss. 
You can only destroy the evil a 


you stay to the left, you won't 
be hit by them. 


 §88Rf voc 
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log when it stops rolling and ce o> ie a Ne 


its face is visible. 


Se @ Tia ... 


After along battle with the log 
boss, you recover the red gem 
— the first of the seven jew- 


espe aie “Ves a 


The second 

door in the 

| castle 

= opens to a 

world of ani- 

mated toys, 

 pomemen pome pae i. © marching 

arp eS Ms ~ goldiers, 

sae ttt 88886200 juggling 

clowns, and plenty of surprises. You must find the 
key to leave the first stage. 
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Keep ‘dikabing higher in the 
first stage of Toyland, and 
watch the blocks marked with 
a question mark. Jack-in-the- 
boxes will pop up from these 
blocks and knock you from 
precarious perches. 


When you 
reach the 
key at the 
top left 
corner of 
Toyland, 


the blocks "Tour csigies els" §88tivs ee MS GUE Gis They're 


all flatten 


out! Mickey can’t bad but run aaaahll 


toward the exit. 


Even more surprises await 
you in the third stage. That 
icon between the toy soldiers 
is a switch. Hit it and the 
entire room turns upside 
down. 


lf you look care- 

fully,. you'll find 

stars and items *Saseeierremeneseterar rT 

tohelp you.Some _**#** tes ss Ui BN BE8BEs00 
are hidden high above you. You’ Il have to bounce off an 
enemy to reach them. 


In the sec- 
ond stage 
of Toyland 
youll run 
into jug- 
Oi bing 
clowns. 


meaner than they look — they'll throw 
balls at you, and even their unicycles are 
dangerous. 
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this stash of marbles and 
stars will come in handy very 
Don't get cckoaedl: when soon. 
youre in this position. The 
controls work the same way. 
If you hit another switch, 
things return to normal. 


and in the 
left or 
right cor- 
ner of the 
screen as 
S | you battle 

this boss. 
When he throws out springs, use them 
to jump on his head, then jump back to 
the side of the screen and crouch. 


unicycles 
can work 
for you, or @& a | + ye 
againSt 3 [tar | le 
you. sage ah ad ond A OA 4 i E : 
right, an 

you. can 3 
knock out four enemies with one bounce 
attack. Leave unicycles running loose, and 
they might come back to haunt you. 


5 . nies Se 
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Si) Meg sé nisl err aise iT 
el oan” is ae 
at ot k 1 ; | f 4 It’s not easy to reach the 


exit in the Storm’s first 
stage. This picture is a hint. 


at 8% 


Repeat the maneuver until 7 i 
the orange gem is yours — ses 
and you're a step closer to M a, 


| POWER ~ SBigees eggs 8885000 ger uA ca ind AE OS 
: saving Minnie. 


The violent Storm world lies 
behind the third castle door. 
The fish are really biting in 
these stormy waters. 
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Next, you'll have to make it | > | 
through a cave full of bats miei ee san 


and waterfalls. Precise jump- eee ee see = gee 


ing is the key. 
———~ wa Finally, you'll have to move through an ‘ebthdberinend cavern 
MSMPER/ subject to sudden flooding. When only the light blue water 
: > Vapi J is left on the screen, make a break for the next high, dry 
ue “Sg spot. But be careful. If you're too slow you'll end up being 


washed down the river. 
0 ee 6a 
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Stay near the middle of the screen to 
battle this boss. When the green 
monsters jump over you, pepper 
them with apples and marbles. 


TOMER SSIES GAIT? B8PE roo 
The library’s a pretty strange 
place for a milk bottle. Climb 
inside and see what’s floating 
around. 
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POHER a 


Some of the bridges in this Candy 
Land will break in pieces under you, 
while others spring upward and send 


you bouncing along your way. 
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100 
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The Library looks normal, ex- 
cept for its size — tall glass 
jars, huge books, and giant 
bookworms fill the shelves. 


aa 5 
Whoa! There’s a lot going on inside 
that bottle. Grab everything you can 
get your hands on. This is a relatively 
easy place to stock up on items. 
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cheer = EXE ES (EZEMS: 600 
The green gem is yours just for 
visiting the secret milk bottle room 
— you wont have to battle a boss to 
get it. 


Patt FO) ST SS eet 
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There’s more than one se- 
cret room in the library. Take 
a dive in the teacup and see 
what you find floating with 
the sugar cubes. 


a gk Suet 3 eee . 
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Get ready to swing again, this 
time from the pull-cords of 
the lamps. The lights turn on 
and off as you tug their 
strings. 
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2 : Take this opportunity to grab 
oA all the goods you can. 


COHER eS” EEE BEB Bb000 
This pink dragon might look 
friendly, but he’s really one of 
the bosses. Stay on the middle 
cake island, and when the 
dragon pops up, jump on his 
head. Keep it up until you win 
the blue gem. 


MS SCORE 
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Now you’re in the castle itself, where 
knights in shining armor roam the halls in 
search of intruders. 
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Bats and wob- 1938 8enqcneemtera ater este 
ae bling skull SGyinw 
iP bridges slow 2a ae KONE 
‘ yourprogressin fr wees’? (METS * SBRBEso0 
Se Z gee. you shouldn't give up. Mizrabel — and Minnie — are 
just a step away. 


Sometimes the only thing you 
can do to keep from getting 
hurt is to duck. 


fe to) 
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ce ee ote ee 


lf you can’t quite 

get somewhere 

on your own 

jumping power, BS Pao AA ee 

remember to “POHER es ‘s so 

bounce off an see aaisie caus ‘BER 

enemy's head for Once you find a safe haven, you 

an extra lift. should sit tight and a these 
gears to see how things k. It'll b 

easier to defeat e pee nae can get “te 

barriers if you know how they move. 


in violet gem is the last 
rire (ene Cre | Jewel of the Rainbow. Are You can't fly on a broomsti ze 
"TOMER 0G rots "B88BE co you ready for a final confron- So you'll have to use the ra 
ee: tation with Mizrabel? bow bridge to reach ‘he ower 


Stay as close as possible to where Minnie’s being held. 
this boss. Duck under his § : 


punches and jump on his head 
when he’s not attacking. 


mB.) S CR CR GED see cee ee You're in time — Mizrabel hasn’t turned Minnie 
(Sar E SRST = : zs =e into an ugly crone! But will you have the strength 


serge ‘aes “ities for this final challenge? 
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No one knows rollerskating better 
tham Donald’J. Boy, the eight- 
wheeled wonder-of D.J. Boy. 
Skating’s not just his favorite mode 
of transportation, it’s partofthesport 
that’s made him a celebrity allover 
the world —D.J. Boy is a champion 
Rollergame rollerfighter.»Roller- 
game mixes elements of kickboxing 
and roller derby, and unleashes the 
combative results into the city Streets. 


DAVE ISN’T WHISTLING TO 
PASS THE TIME. HE’S SIG- 
NALING THE OTHER DARK 
KNIGHTS TO ATTACK, SO 
BE READY. 


Phill Powell 
Chris Slate 


When D.J..Boy arrives in 
Cigaretch* City for a Rollergame 
competition, his. presence worries 
and angers an-inferior group of 
skaters known as the Dark Knights. 
This goofy batch of»ne‘er-do-wells 
strikes out at D.J. Boy by kidnapping 
his girlfriend, Maria. Now'D.J. Boy 
has an added incentive for winning. 
Defeating the Dark Knights might 


reunite him with his sweetheart. 


THESE HARMLESS-LOOK- 
ING PYLONS CAN DO AS 
MUCH DAMAGE TO YOU 
AS ANY OF THE DARK 
KNIGHTS CAN. AVOID 
THEM AT ALL COSTS. 


The five reufds of. the 
Rollergame. will take you all over 
Cigaretch:City.. Your’ basic fight 
moves:are-the ever-popular,punch 
and. kick. .They’re easy enough.to 
master. The trick will be discovering 
what combination of moves works 
best against each opponent. 

You've got miles to.go, so lace 
up your skates. Let’s roll! 


Kaneko USA, 1370 Busch Parkway, 
Buffalo Grove, IL 60089 
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KICKS ARE MORE POW- 
ERFUL THAN PUNCHES, 
AS THIS DAVE IS DISCOV- 
ERING. 


THREE TOO 
| MANY, ES- 
PECIALLY 
WHEN 
THEY'RE 
TRYING TO fooseee= 
BELLY-FLOP =... 
Me ON YOU. FORTUNATELY, THEY’RE PRETTY HONEY’S ONE TOUGH CUS- 
fe SLUGGISH FELLOWS — SLIP BETWEEN TOMER. HER SPECIALTY IS 
Me THEM AS THEY HIT THE PAVEMENT. THROWING BOMBS, SO 
| STAY OUT OF HER WAY AS 


WITH HER APRON ON, BIG 
MAMA MAY LOOK LIKE SHE 
IS HEADED FOR THE KITCHEN 
— BUT SHE’S ACTUALLY THE 
BOSS OF ROUND ONE. FIRST 
| THINGS FIRST: GET RID OF 
JUNIOR THE SECOND HE 
HOPS OFF HER BACK. 


& cas 
AFTER FINISHING EACH 
ROUND YOU’LL VISIT THE 
ITEM SHOP. HERE YOU CAN 


TRADE IN YOUR PRIZE WIN- 
§ NINGS FOR USEFUL ITEMS, 


@ LIKE THIS HAMBURGER. IT 
sf WILL FULLY RESTORE YOUR 


LIFE METER. 


MUCH AS YOU CAN. 
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PREPARE YOURSELF FOR A 
BARRAGE OF JUMPKICKS, 


BIG MAMA’S MAIN ATTACK | 


TECHNIQUE. YOU’LL HAVE TO 
DODGE IN AND OUT OF HER 
ATTACK RANGE. 


AT THE BEGINNING OF 
ROUND TWO, YOU’RE KEPT 
MOSTLY IN THE DARK. YOU 


WON'T HAVE MUCH TIMETO | 


PREPARE FOR YOUR OPPO- 
NENTS. 


TURNABOUT IS FAIR PLAY, 

90 PUT HER ON THE RECEIV- . 
ING END OF A FEW KICKS. 
FIGHT BACK BY JUMP- 
KICKING HER IN THE HEAD. 


@ s20 


IT’S SAFER TO JUMP OVER 
THESE SAWHORSES THAN 
TO TRY SKATING AROUND 
THEM. 


AVOID THESE PATCHES OF 
TAR BY SKATING ABOVE OR 
BELOW THEM. YOU'LL SLOW 
DOWN A LOT IF YOU TRY TO 
SKATE THROUGH THE MUCK, 
MAKING YOU AN EASY TAR- 
GET FOR YOUR ENEMIES. 


ee aD (S a ee 


WATCH OUT FOR HIS 


SWEEPING FOOT TECH- 
NIQUE. YOU’LL GET THE BEST 
RESULTS BY ATTACKING HIM 
UNEXPECTEDLY AND RE- 
TREATING SUDDENLY. 


THESE LITTLE CHAPS CAME 
IN TOGETHER AND SKATE 
TOGETHER — MAKE SURE 
THEY DEPART THE SAME 
WAY. THEY MAY LEAVE YOU 
A WELCOME SURPRISE. 


WELCOME TO ROUND 
THREE, IN THE FLASHY PART 
OF CIGARETCH CITY. BE 
FOREWARNED — THOSE 
TWO SKATEBOARDERS ARE 
TOTING EXPLOSIVES. 


See. Bon 
THIS DANCING MUSCLEMIAN 
RULES THE SECOND ROUND. 
KEEP AN EYE ON THOSE 
FALLING BALLS, AND JUMP- 
KICK MR. MUSCLES FROM 
BEHIND. 


mm .... 
YOU MUST AVOID A LOT OF 
OBSTACLES IN_ THIS 
STRETCH, BUT THERE’S FREE 
ve AVAILABLE IF YOU HOP 


. + ity 
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THE JUMPING CLOWN 
HEADS DON’T LOOK VERY 
MENACING, BUT THEY'LL 
DRAIN YOUR ENERGY IF 
THEY EXPLODE NEAR YOU. 


THE LARGE CLOWN BOSSES 
RESPOND WELL TO REGU- 
LAR KICKS AND PUNCHES. 
PUNCHES KNOCK THEM 
DOWN FASTER, BUT KICKS 
INFLICT MORE DAMAGE. 


GETTING: e : | Be | 
| RID OF Gee ey . ee Ae as 

THOSE a es a " 

PESKY : 

CLOWNS 3a 

IS DIFFI- Samrat 

CULT, BE- 

CAUSE 

THEY RETURN AS LITTLE CLOWN 

HEADS WHEN YOU DEFEAT THEM. 

PUNCH THE LITTLE HEADS TO FINISH 
| THEM OFF FOR GOOD, BUT GET AWAY 

BEFORE THEY EXPLODE. 


LEAP OVER THE UNICY- 
CLISTS IN THE BEGINNING 
OF ROUND FOUR. AVOIDING 
THEM IS EASIER THAN TRY- 
ING TO FIGHT THEM. 


AS YOU CAN SEE, YOU’LL DO A LOT OF JUMPING IN THIS 
ROUND. OBSTACLES LITTER YOUR PATH, SO YOU’LL HAVE TO 


DON’T FORGET HARRY’S 
CACHE OF BURGERS. YOU'LL 


WATCH WHERE YOU LAND AFTER EACH JUMP. 


THIS BOSS LOOKS ODDLY 
FAMILIAR.... OF COURSE! IT’S 
D.J. BOY’S DIABOLICAL TWIN. 
BROTHER. LET HIM COME 


TO YOU, THEN WELCOME 
# HIM BACK INTO THE FAMILY 
FOLD WITH A POWER KICK. 


HE’LL SHOW HIS JOY BY 
BELTING YOU WITH ONE OF 
HIS MAIN MOVES, THE 
LIGHTNING JAB. 


NEED THE ENERGY, SO DON'T 
LET HARRY GET AWAY. 


ROUND FIVE BRINGS THE BIG 
DAVES BACK FOR ANOTHER 
BELLY-FLOPPING ENGAGE- 
MENT. CLEAR A PATH WITH 
A CAREFULLY PLACED KICK. 


@ sus 


A WHOLE HERD OF UNICY- 
CLISTS! ELIMINATE THE 
RIDER AT THE TOP OF THE 


PUNCH OR KICK THIS KITTY 
TO REVEAL A LIFE-RESTOR- 
ING BURGER. 


SCREEN FIRST, AND SKATE 
THROUGH THE HOLE HE 
LEAVES. THEN COME BACK 
FOR THE OTHERS FROM BE- 
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THE BOSS OF ROUND FIVE LOOKS LIKE HE FELL OUT OF A @ THE FINAL BOSS HAS HIS 
ROCK VIDEO. STAY ON YOUR TOES AROUND HIM, AND § OWNBAG OF TRICKS, ANDA 
DON’T GET TOO CONFIDENT — HE CAN DELIVER ACRUSHING § SECRET SIXTH ROUND TO 
OVERHEAD BLOW. USE THEM IN. 
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AT FIRST, IT SEEMS AS THOUGH HE’D RATHER MEDITATE § HAVE YOU HAD ENOUGH FOR 

THAN FIGHT. BUT SUDDENLY, HE VANISHES! WHEN HE § ONECOMPETITION, D.J. BOY, 

REAPPEARS, START MOVING. STAND STILL AND YOU MIGHT § OR CAN YOU STICK IT OUT 

CATCH ONE OF HIS FLYING JUMPKICKS. UNTIL YOU REACH THE FIN- 
| ISH LINE? 
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That long, yellow trench coat and 
matching fedora can only mean 
one thing — Dick Tracy is back in 
action. And since Warren Beatty 
is nowhere in sight, it’s up to you 
to assume the role of the square- 
jawed detective. 

In Dick Tracy, the latest high- 
profile game cartridge from Sega, 
you'll punch and shoot your way 
through the streets, alleys, and 
sewers of Chicago in pursuit of 


Big Boy. 


“2. (YNAMITE GASE” BEGINS... 


THE WAR IS ON! 


STRATEGY: ATURE 
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Brian Carroll 


Like Beatty’s film version, Dick 
Tracy combines plenty of explosive 
action, an odd cast of grotesque 
gangsters, and crisp visuals painted 
in brilliant primary colors. And like 
the comic-strip original, Dick Tracy 
is almost painfully straightforward 
— there are no dark, mysterious 
crimes to solve, and no unexpected 
plot twists. Your job is simply to 
pump as many bullets into as many 
thugs as you can before they get the 
chance to erase you. Your tools of 


Het SEER 
P DORN AT THE, 
m TRAM YARD! 


STAGE 1 Scene aA: 
SPRACY GETS A LEAD 


The game’s full-throttle 
action scenes are punctu- 
ated by comic-book-style 
updates. 


destruction include a rapid-fire 
Tommy gun, a pistol, and all the 
ammo a trigger-happy cop could 
ever want. 

Vivid scenery, smooth scroll- 
ing, riveting game play, and a 
super soundtrack make Dick 
Tracy a first-rate shoot-em-up. 
Tracy fans won’t be disappointed. 


Sega of America,573 Forbes Blvd., 
South San Francisco, CA 94080 


3. 


The gangsters will try to 


ambush you again and 
again. Keep an eye on 
anything suspicious, like 
that parked car. 


Tracy wages war on two 
fronts throughout the game. 
Use your Tommy gun to hit 
gangsters that appear across 
the street ... 


TIED Be . | 


Each time you get a clear 
shot at a stage boss, pump 
him full of lead. You have to 
keep fighting until his life 
meter (the white bar in the 
upper right corner) is de- 
pleted, so the faster you hit 
him, the better. 


iin Sata et 


. and your pistol to fend off 
attacks on your side of the 
street. 


4 STAGE 1-8 


It’s not difficult 
to dodge bullets 
in the game's 
early stages. The 
bad guys usually 
shoot high. Duck 
and wait for 
them to reload, 
then move in for 
the sting. 


Good shoot- 
ing in the bo- 
nus rounds 
earns you 
extra cred- 
its, which 
are very 
helpful later 
in the game. 


Stace 1 Scene B: 
Steve's TRAIN YARD 


Since he’s out of bullets, Tracy 
has to rely on his fists. You'll 
have to punch your way 
through at least one scene 
per stage. 


BiC BOY Sint 
HME TC EET 
wis FRsS 
TRAC Y¥! 
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Colic 10 Meet 
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Srace 1 Scene c: 
JPHE WRONG SIDE OF THE TRACKS 


The final scene of each stage 
pits you against one of Big 
Boy's chief chumps. In scene 
1-C, it’s Itchy. 


Shoot quickly at the targets, but be careful 
not to hit any bystanders. 


; | THAT WAS TEE 
14 CHECEIKG re treme a = 00D BROR? BeE’s 

OUT ITS a A APE LEAL Seater rs ian Ciitivc Anw ey 
BE STINATION! 
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STAGE 2 Scene aA: exile ¢ aaa NS sf 
[DESTINATION - 7TH ST, WAREHOUSE : STAGE 2 Scene &: FPHE CHASE! 


Big Boy ups the ante in stage 9 SiRiiieeessss: ee After pounding the pavement 
2 by adding nitroglycerin to for so long, you'll get a chance 
your worries. to rest your feet — but not 
your trigger finger. 


Knife-wielding henchmen ap- 
pear for the first time in scene 
2-A. Look out for surprise 
attacks from behind. 


I REPRESERT 
AROTHER PARTY 
PATERESTETR 

WH oTHS AITRO! 
oO Bao 

YOU HONT Bt 
HERE YO FIND 
OuT t/Ha?! 


STAGE 2 Scene c: 

& BROWBEATING UNDER THE EL 
Stage 2’s boss, The Brow, has an un- 
limited supply of nitro. You'll probably 


As many as three cars attack at a time, lose a credit before you can learn his 
so be prepared to fire in any direction. difficult pattern of attack. 
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The Brow will attack you in three ways — by throwing nitro REEesesee ae 

directly at you, by placing it on the street near you, and by The greatest danger in 3-A is 

blasting steel beams above your head. the constant threat of sur- 
prise attacks. Gunmen will 


fire at you the instant they 
appear on-screen. 


STAGE 3 Scene B: 
RACING DOWN FIRST STREET 


Tracy gets a lead, and it’s off 
to the Club Ritz. Get ready for 
more hostility from cranky 


en nice GF 
you Oo DROP 
BY. TRACY! 
= CLRE FOR 
4. MOLOTOY 
COCKTAIL? 


STAGE 3 SCENE Cc: 
RINKS ARE ON THE HOUSE 


Every time Lips appears 
(that’s him on the far right), 
plug him. 


Inside the Club Ritz, Lips 


commuters. warmly offers to serve Tracy 


a few cocktails. 


NY Vs 
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Be ready to dance as soon as 
you reach the Club Ritz bar. 
Frequent jumping is the best 
way to avoid the flaming cock- 
tails. 


Targets in the bonus round 
will turn red if you hit a good 
guy or miss a bad guy. By this 
point in the game, they pop up 
and down very quickly. 


The “punchout” 
scene in stage 
four is a logistical 
nightmare. Gun- 
men lie flat on 
their stomachs, 
making them 
REARS ESS ' more difficult to 
hit. iwi do you nial ieee thugs without 
getting belted yourself? 


‘STAGE | 4 Scene B: 
(BACK TO THE WAREHOUSE! 


Be eee | | 
Tracy reads Shoulders his 
rights, and the thug agrees 
to cooperate. 


Tracy must be earning the 
respect of these hoodlums. 
The men in brown suits have 
laid down their guns in favor 
of explosives. 


ee BLOW 
YOu OUT OF 

THE HFADLUES. 
TRACY? 
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STAGE 4 Scene c: 
{AN EXPLOSIVE CONFRONTATION! 


Pruneface is not a happy 
mobster. Rubbing out Tracy 
would sure cheer him up, and 


he'll try to do it by hurling 
grenades. 


=~ nnernnmanmernrnerrrannennneronnnn eas” 
¢ rants SE Sle BE ate) 
- “tes en us 


Wemyss 


> 
ae 


St a a 


He's actually pretty easy to 
eliminate. You don’t have to 
move around as much because 
his throws are often off-target. 


PM HEADUNC 
BACK TO 
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STAGE 5 SCENE A: Se enn rer eerie 
SEARCHING THE WAREHOUSE ‘ae 
Stage five begins inside the 7th Street warehouse. Instead of firing from ground 


level, you'll walk across beams and scaffolding, firing down at gunners below. It takes 
some time to adjust to the angle. 


SCORE 3xsyUuU FLATTIOPS 
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Traffic gets a little congested 
in scene 5-B. Cars close in 
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Your job becomes even 
tougher when the club’s lights 
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from all sides, and each is full 
of gunmen. 


To avoid Flat Top’s line of fire 
in 5-C, leap over it. You'll have 
to time the jumps perfectly. 


go out. You won't know where 
he is until you see the flash of 
his gun barrel. And if you don’t 
get past Flat Top, Big Boy 
goes free! 


me CITY UNDER SIEGE 


The videogame war on terrorism 
keeps escalating -- every month sees 
new plots unmasked, new weapons 
deployed,and new units thrown into 
the fray. In this classy-looking shoot- 
em-up, the newest strike force is 
called the ESWAT team (Elite Spe- 
cial Weapons and Tactics). 
E-SWAT’s secret weapon 
against the terrorist hordes is the 


William R. Trotter 


powerful Ice Suit -- an elaborate suit 
of cybernetic armor that can turn 
one man into a tank battalion. Using 
the Ice Suit, along with the special 
cannon, plasma weapons, and 
flamethrowers picked up along the 
way, your E-SWAT warrior should 
be a match for anything the enemy 
can throw at him. Unless, of course, 
the terrorists have their own secret 
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You'll have to walk some mean streets 
before you get to don the Ice Suit — in fact, 


you ll have to complete the first two mis- 
sions in an ordinary cop suit, just to qualify. 


sega Genesis, Sega of 
America, 573 Forbes Bivd., 
south San Francisco, CA., 94080 


weapon. 

E-SWAT’s most dangerous foe 
is a terrorist group known as E.Y.E. 
To neutralize this group’s power- 
fully defended headquarters, you'll 
have to complete eight missions of 
increasing deadliness, against en- 
emies whose weapons and defenses 
seem to grow more sophisticated 
with every passing hour. 


But once you have the Ice Suit, you'll be 
encased in state-of-the-art cyber-armor. 
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Watch out for enemies _ 
who come crashing out | 
of windows. 
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It takes 3 hits to destroy one of these 
grenade-tossing robot weapons. 
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Shoot the enemy above your head Grab that blue “M”! it fully restores 
and you'll win a partialincreasein In this game, it’s smart to keep your life bar and when it appears, it 
your life bar. ee ahead of yourself, even if | means you’reabout to fighta boss or 


there’s no target immediately vis- some other really formidable foe. 
ible. Olena ll take outan enemy 


before he knows what hit him. 
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When this boss chopper stops _ At the end of each mission, you’ ‘1 | Once 3 you enter the Cyber Prison, 


moving in order to shoot, you can get to see your improvements in take the moving platform up and to” 
score lots of hits -- provided you’re rank and status, as well as obtain © the right. You’ll see the entrance — 
in the right position. data on your next mission. === ~~ ~marked on-screen when you reach” 


the correct eee 


Just before you come to the entrance, 
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It takes several hits to kill the big 


you'll confront an inmate mounted 
on a platform similar to yours. De- 
stroy him and receive a one-up. 


bruisers armed with maces. 
Watch out for the moving laser guns 


above you. Keep shooting upward 


At the end of each levelin the prison, 
you'll find a hole blown through the 
floor. These are your means of de- 


scent to the level below. 
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If you don’t need this “M”, 
pass it by -- there are dan- 
gerous spikes under the 
conveyor belt where it’s 
positioned. 


as you ascend. 
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forward. 


These two bosses land si- 
multaneously. The one on 
the right jumps back and 
forth, but the one on the left 
always stands. Stay low, 
shoot constantly (your bul- 
lets will stop theirs in mid- 
flight), and pivot to face the 
right-hand foe as he jumps. 
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Watch your back! Enemies will try 
to bushwhack you as you move 
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The exit to the next stage of this 
mission is at the far right side of cell 
block D-1. Jump over the hole, not 
into it, or you'll have to replay the 
entire mission. 
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Unfortunately, you have to 
kill both of these guys twice 
to make them stay dead. 
The first explosion destroys 
their steel bodies, but leaves 
their skeletons ready for 
more. 


Now, you get to wear the 
Ice Suit. 


When you’ re wearing the Ice Suis, 
| you qualify for special weapons. The 
___ firstspecial-weapon icon you'llcome 
to is this one, which gives you a 


powerful plasma-cannon. 


You can safely ignore the 

robots on top of these tanks, 
as long as you avoid the 
grenades they throw down 
at you. 


You can’t use your jet pack inside 
the mad scientist’s lab,so don’t count 
on it for help. 


them. 


Here’s a flamethrower; it’s 
the most powerful weapon 
inthe game. Toreachit,and 
to keep advancing, you'll 
have to start using your jet 


pack. 


When you near the reactor area, 
_ watch out for attackers from above. 
~ One hit grounds them, two hits kill 


You'll be attacked from the rear by 
lethal ooze. Blast your way forward, 
since you cannot kill it. In a pinch, 
you can make it retreat and pa a 
little time. 


vey 


me so 


ve 


Pe 


The reactor boss is invul- 
nerable while he has his 
helmet on. Wait until his 
head shoots off, then jump 


over it and blast his face. 
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On. Foe of this containment tank 
_ you'll find the Super-Shot, an auto- 
firing weapon of caves power. . 


If you’re killed, you'll lose 
whatever weapon you're 
using. You may want to re- 
equip with a lesser weapon 


if your life bar gets low. 


= 
aed 
— 
=o 
“/. 
ae 
‘one 
a 
bod 
ie 
a 
Ca 
ied 
nd 
~ 
. 
ood 
a 
4 
— 
me | 
on 


The dark purple globs just 
pile up and can be blasted 
pretty easily; the lighter- 
colored ones turn into gap- 
ing mouths which you must 
shoot head-on. 


Here’s the toughest part of Mission 
4. Stay on the platform and dodge 
the falling droplets until you can 
leap over the goo-clogged passage 
at the upper right. 
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Beyond the ooze, you'll shoot three 
enemy soldiers. Each is worth a bo- 
nus, and you'll need all the bonuses 
you can get before your upcoming 
confrontation with the boss. 


Keep moving! That oozy 
stuff will keep descending 
toward you. 


Blast this moving barrier 
until you reach the vertical ‘This r rising platform will 
shaft, where you can stand push you into the deadly 
up straight -- then leap up 00Ze unless you keep 


and let the barrier pass be- blasting the stuff as you 


neath you. 


The ooze will recede when the 
platform reaches a safe height. 


Hovering with your burner uses no 
precious energy. Take out this boss’s 
top sensor first, then use your rocket 
launcher to get the bottom one. Fi- 
nally, jet downward to take out the 
center one. 


ascend, making it back 
avey from you. | 
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Before you advance, shoot the pon- 
toons off the ceiling and then walk 
on them. 


To get started on the 5th mission, 
use the plasma-cannon to blast 
through the wall around the Dark 
Base. The explosion will also take 
care of those three pesky guards on 
the other side. 


You'll have to fly alotin this mission. 
Don’t land on the red areas -- gee Il 
sap your strength. 
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When youreach this room in Mission 
5, your suit will turn red. This means 
you have unlimited burner fuel for 
your battle with the monstrous boss 


of the Dark Base. 
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The dread Screw Worm 


Don’t try to go down these stairs -- 


you have to jump up and down on 


them to open the passage to the left. 
Be careful not to land on the ted 
sections. 


Aim your fire at the sensor in the 
middle. This boss is a lot more agile 
than its appearance would suggest. 
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To ge beyond this point, you nse 
use the blast from your jet Pa y 


melt the hatch above. 
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The sixth mission, in the sewers, is 
relatively brief. Notice that the 
enemy’s weapons are becoming 
much more technologically sophis- 
ticated. What might that mean? 


moves in a very intricate 
pattern. You'll need to use 
the ledge above to avoid it, 
and to position yourself for 
a clear shot. 


The seventh mission is very 
straightforward -- just blast 
your way through. Destroy 
the boss cog’s sensors, while 
keeping out of range of his 
rotating gears. 


mere shots. 


Before encountering the 
boss, youmust descend this _ s¢ 
heavily defended passage- i 
way. Don’t bother blasting 
the laser turrets, just ee | 


your rockets. Ahe 
lies Mission Be = 
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It is one hundred years in the future, 
and weapons of mass destruction 
have been banned by international 
agreement. Warfare is now waged 
on a much more personal level, by 
soldiers clad in mechanized combat 
suits. These suits, called New Age 
Power Suits, or NAPs, give the 
wearer superhuman battlefield 
skills. 

In Final Zone, you are Howie 
Bowie, top soldier in the El Shirian 
foreign legion. With only your NAP 
and the weapons you manage to 
seize from enemy transport vehicles, 
you must battle your way to Axis — 
the enemy’s central control. 


Howie Bowie is dwarfed by 
his K-19 Phantom NAP. 


Once he’s in the suit, 
though, he becomes a ver'- 
table leviathan — the war- 
rior of the future. 


The first step on your way 
to Axis is the street, where 
mobile enemy units known 
as Green Scorpions dog 
your every step. These units 
can't maneuver very quickly, 
however. 


The weapons you find can be 
used in two ways, depending on 
where you place them on the NAP. 
The hand-held mode gives you infi- 
nite fire, but less hitting power, while 
the optional mode packs more force 
but gives you fewer shots. There are 
also some weapon packs that are 
strictly defensive. 

Your mission is to clear each 
stage of enemies, take on the boss of 
the stage, and move on until you 
reach Axis and the ultimate battle in 
the Final Zone. 


Renovation, 987 University 
Ave., Suite 10, 
Los Gatos, CA 95030 
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Using the building ruins as 
cover, you can slip around 
behind the Green Scorpi- 
ons and nail them before 
they have a chance to re- 
act. If you have a Vulcan 
gun, use it. 


Where you 
place a 
weapon on 
your NAP 
determines 

how it func- » 
tions. Re- 
member 

that hand- °*"’ 


held weapons have infinite firing capabili- 
ties, but relatively less power. The weap- 
ons lowest on the list are the first you'll 


lose if you are hit. 
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Green Scorpions often cruise 
in formation, oblivious to your 
presence. Again, if you can 
get behind them, they're his- 
tory. 


Like angry bees, these Green 
Hornet attack copters appear 
in swarms. You'll need a long- 
range weapon, such as a la- 


ser or missile, to keep them 
| from surrounding you. 
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You never know what sort of 
weapon a transport vehicle 
carries until you've destroyed 
the transport. Learn the Ca- 
pabilities of each weapon, so 
you can effectively prioritize 
its use. 
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enemy bombers are visible. 
stay out of the path of the 
shadows, or you'll quickly fold 
under their powerful and ac- 
curate bombing run. 


still the possibi 
you'll probably take more damage than 
you can afford. 


Never al- 
low your- 
self to be 
boxed in 
by enemy 
battle 
machines. 
ii ~“ There’s 
lity of escape here, but 


To pick up the weaponry a 
transport is carrying, you can 
either blast it and pick up the 
weapon package, or run into 
it. The small, floating drones 
around the transport are more 
a nuisance than a danger. 


Attacking the copters at close 
range is almost useless. Be- 
cause of their altitude, you 
can't get the proper trajec- 
tory if you're too close. 


Once all the street ene 

are destroyed, the floating 
drones will explode and you 
can proceed to your meeting 
with the stage’s boss. 
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Don’t become so intent on 
destroying one enemy that 
you overlook the approach of 
another foe from behind. You 
could use a G-shot gun here, 
although it must be aimed 
carefully. 
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The boss in the desert ruins is 
a gang of enemy soldiers 
known as the Black Knights. 
They wear very powerful NAPs 
and attack all at once. 


ee 

To get past this boss machine, 
just pick off the turrets one by 
one. You'll need a weapon 
with some range, such as a 
bazooka or missile, if you ex- 


pect to make it past the Great 
Bull. 


Attack copters are a real 
problem in the desert. Al- 
though there are fewer cor- 
ners for them to back you into 
here than inthe streets, there 
are also fewer places to find 
cover from their attack. 
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Stand in the middle of the 
screen and use the multi-di- 
rectional grenade. Since the 
grenade gives you a limited 
number of shots, you may 


have to change weapons after 
disposing of the first two 
NAPs. 
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In the desert ruins, sand can 
make the going tough. Fortu- 
nately, the enemies are slowed 
down by it, too. As before, 
using the ruins for cover is a 
good tactic. 


Structures like this one can 
provide shelter from aerial 
attack. Remember, though, 
that it’s very difficult to attack 
from this position. 
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Don’t be fo by the beauty 
of this river valley. The enemy 
forces in this stage are much 
more powerful and tenacious 
than those you've already met. 
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ormations like this one can 
be used to protect you from 
ground attack. But be careful 
— enemies can easily corner 
you here, too. 


The enemies’ weapons spread 


quite a bit. You should be able 
to move between the streams 
of fire and attack with little 
risk to your own NAP. A ba- 
zooka or spread missiles are 


the best choices. 


These gun emplacements are 
vulnerable only when the tur- 
ret is raised. Their slow rate 
of fire and even slower tracking 
make them fairly easy to de- 
stroy, though. 
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' Use the bodies of water in the 


valley to your advantage. Your 
NAP can cross them, while 
‘many of the lesser enemies 
can only use bridges. 
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Visibility is very limited inside 
the cave, so move forward 
cautiously. Use a hand-held 
weapon so that you can fire 
continuously ahead and clear 


pain ) See 
Attacking the mechanical 
Spider can be a bit tricky. 
Just when you think you're 
doing a good job of dodging its 
laser blasts, the Spider 
scrambles forward and deliv- 
ers a quick, damaging blow. 
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There are only two boss NA 
(called Twin Eagle) in this 
stage, but their firepower is 
considerably greater than 
anything you've faced so far. 
Try to move in on one of them, 
and concentrate your attack 
on just one at a time. 


The weapon transports in the 
cave are often guarded by 
one of the Bronze Batteries. 
The turrets are pretty slow to 
react, so you can dodge them 
easily until you're ready to 
attack. 


Be even more careful once 
you've destroyed the Spider. 
Its final act will be one of 
revenge, as it fires a 360° 
volley of laser blasts. 


This mate- 
rial-lifting 
platform 
presents 
some 
unique 
problems. UY ig 
It doesn’t “~ 


offer much room to move, but enemies 
attack you from all directions. Use the 


multi-directional grenade. 
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The gun turrets in oie Mole 
Hill react just a bit quicker 
than those in the cave, but 
you should still be able to 
sneak up on them. Use hand- 
held grenades to destroy the 
guns. 


Once again, you face the nasty 
mechanical spiders called Red 
Crawlers. And as before, the 
hand-held grenade is your 
most effective weapon. 


3 As you rise 
if up through 
the en- 
‘trance 
shaft to 
Axis, pre- 
pare your- 
self. You'll 


ba ateanian by a iach of ferocious Yellow 
Wolf NAPs. The Vulcan gun is a good 


primary weapon in this stage. 
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Without eténbine into the line 
of fire of this super-laser’s 
main barrel, maneuver as 
close as you can to the sighting 
aperture next to the barrel. 
Blast it with the bazooka. 


The many strange structures 
and dead-end passages of the 
Axis control center make it 
difficult to find all the enemy 
machines. 


Some of these Rabbace won't 
maneuver offensively, but they 
will do damage to you if you 
bump into them. 


Concentrate your fire on the 
very center of the complex 
before you try to hunt any of 
the smaller guard machines. 
Once you've cleared the area 
of guards, it’s time for the 
ultimate battle — in the Final 
Zone. 
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The Ghostbusters are no strangers to the world of _ ferent levels. The first four levels are ghost-hunting 
electronic games. They’ve inspired games for just jobs, and you can use the money you'll earn to buy a 


about every system around, from personal comput- variety of special weapons and items you'll need 
ers to Nintendo. And now they’re ready to tackle the _ later. 

meanest spooks of their career in the Sega Genesis Each level is full of dangers. Among other things, 
version of Ghostbusters. you'll encounter hostile icemen, flying dinner plates 


You can choose to play as Peter, Raymond, or and forks, and leaping globs of ectoplasm. And every 
Egon in this version, which is loosely based on the __ level has at least one boss. In one memorable scene, 
first Ghostbusters movie. You'll hunt ghosts, polter- you actually get to battle the colossal Stay-Puft Marsh- 
geists, and other supernatural pests through six dif- | mallow Man! 


OF THE 


MONTH 


Matthew A. Firme 


Each of the three Ghostbusters has different abilities, The first assignment you accept is to rid a 
and all of them are capable of getting through the woman's home of noisy spirits. On this 


Sega of America, 573 Forbes Bivd., P.O. Box : 
2167, South San Francisco, CA 94080. game. job you'll earn $2,000. 
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The dagger is the best weapon for de- 
feating the Mistral Winds. But what- 
ever you use, aim at the eye. 
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Attack the hearts of the giant fish from 
the top, staying clear of the worms. 
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To kill the giant bee, attack just as it 
solidifies and run when it begins to fire. 
Stay away when it’s a swarm. 
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arPer Ghd OPEN the POaFic kOr. 
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Good lucks Apthans 

J nelieve that you 

wit gefeat Roki. 
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Well, Arthur, if you made it once, you 
can do it again. But this time there’s 
more than a pretty lady waiting after 
you defeat the bee. 


You can choose from two paths through 
the Crystal Forest. The high road is 
easier, but the low road has more chests. 
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All the way down the icy slides, you 
must be ready to run in the direction 
opposite the slope. And don’t shoot the 
chest at the bottom. It’s much handier 
to jump onto it so you can step down 
safely. 
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Just kneel and you can hit the last heart 


from here. Now on to the castle! 
You'll run into all the bosses you’ve 


beaten so far. Use the same strategies 
that worked the first time. 
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Loki! You might wish you could run, but there’s no turning back now. Watch his 
feet, or he’ll stomp you. 


The golden axe was the symbol of power in 
the land of Yuria — the sign of just and 
rightful rule. For centuries, the kings of 

Yuria had possessed the axe, and the people 
had enjoyed peace and prosperity under 
the wise leadership of their rulers. 

But there was always an evil segment of 
the population that was not content with 
prosperity alone. They lusted for power 
and for the ruthless oppression of anyone 
who stood in their way. They waited, qui- 

etly scheming, until one day they found a 

= leader powerful enough to lead them and 

‘murderous enough to overcome all resis- 
tance. His name was Death Adder. 

When Death Adder and his evil legions 
moved to take the throne, thousands of inno- 
cent people were slaughtered. The evil hordes 
swept across Yuria, surging through village 
after village, until they reached the palace. 
After taking the king and the princess hos- 
tage, Death Adder seized the golden axe — 

3 3 | and with it, the throne of Yuria. 

_ 4 So begins Golden Axe, Game Player's first 

Sega Genesis Game of the Month. Already a 

a very popular arcade and Master System game, 

_ @ this action-packed pummel-o-rama should 
._ @ be a huge hit with Genesis players. This latest 

a 2 version of Golden Axe features truly impres- 

3 2 sive graphics and sound, and even offers two 

new levels not seen in the arcade version. (See 

= our review in Game Player's, Vol. 1, No. 6.) 

2 As in the arcade game, you can choose 

from three different characters: Axe Battler, 

the barbarian; Tyris Flare, the powerful 

Amazon; or Gilius Thunderhead, a dwarf 
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SEGA G 2 i ES GAME Viking who’s faster and stronger than men 
“i ET three times his size. And the Genesis version 

h : | preserves another important feature of the 

v | arcade game: a two-player cooperative mode. 

Matthew A. Firme Sega of America, 573 Forbes Bivd., South San Francisco, CA 94080. 
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easts whose powers of attack can be very helpful, If 
you knock an enemy off his animal, you can ride the _ 


beast yourself. 


attacks onyour adversaries. 
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campsite and steal 


to-toe with a menster 


you run the risk of getting ham- 
d. Keep an eye on your strength gauge. 


Whenever you go toe- 


like this, 
mere 
If it 


t attack until the 


others have been defeated — unless 
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you can and teach 
It get your magic 


after them as soon as 


the two big guys won 


them a lesson. You’ 
back, and ther’some 
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attack with magic instead. 
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SHORTCUT 
THROUGH THE 
TURTLE VELLAGE. 
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Learntherunning head-butt 
as soon as you can. It’s a 
quick and effective way to 
let the bad guys know who's 4 ‘s 
in charge. SUATA CAT tne 
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Your journey toward Death Adder is recorded on this scroll 
between rounds. 
As you enter Turtle Village, the 
surviving townsfolk flee from their 
cruel captors. 
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With a mighty blow, Gilius com- 
mandeers a fire-breathing bizar- 
rian. Not only is the beast’s scorch- 
ing breath an effective weapon, 
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Surrounded by the enemy, Gilius decides to use magic. He  Eeaeame a 
tosses the magic bottles into the air, bringing down light- —F- 
but the animal also absorbs any ning all around him. Tyris Flare’s magic is the most power- 


damage inflicted by an enemy ful. | rh tea 
while you’ re in the saddle. Bh hhh hie bah bila 


Thieves always appear at certain 
points inthe game. It's important to 
know when to expect them so you 
won't run out of magic. 
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Thunderhead’s speed is his greatest 
asset because he can strike a blow be- 
fore the enemy can respond. By attack- 
ing with slow, deliberate blows, you : 
can defeat af enemy with one long as- The orange bizarrian attacks by spewing balls Despite their lack of muscle, the skeletons are 
sault. of fire. Get on him as soon as you can and very quick and powerful. Concentrate on one 


vat flame each time the enemy tries to foe ata time anddon’tlet them surround you. 
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The big characters have a much longer reach than 


you, so don’t get too close. Use flyin 


put this giant in his place. 


pals leap out to challenge 


The door behind you opens 
a good time to use it. 


Not many people know that Gilius Thunderhead was 


once the world champion in the mutant toss. Once 
you ve taken care of the mutant, try to get the bizarrian. 
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Lookout behind you! This skele- 
ton rises out of the ground and 
rushes to attack. Jump upto the | 
next level and let him have it. 


On the Fiend’s Path, use the many different levels to your 


advantage. Attack enemies below you; they’ Il usually try to get Use a jumping attack on these dark 
onto your level to fight back. “ specters and try to force them down 
“ ‘to the next level at the right. That 


way, you can attack easily as they 
attempt to get back up. 
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WO Skeletons at a tithe" eerie few head-butts. ——_=———— een? 
means a real fight is ahead. ; 7 WIE are 
Use your magie to weaken Stage 5 starts with three skeletons! SO EE Sa a a ae ee 
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them, then finishthe job with Jump to the catwalk below the  aeneeerneerrescrenanr: 
your axe. “ eagle S head, but watch your step. ee Pear Pua a ee 

_ After the skeletons are all gone, be ready for 


a bizarrian attack from the right. As always, 
try to capture the beast. 


‘face a ferocious attack. Don’t use your magic 
yet, though. You’re going to need it even 
-more after you've defeated these guys. 


Now use that magic! These two knights quickly corner you. 
Once you’ve weakened them with magic, back up against the 
wall and move left and right, attacking one and then the other. 
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This is your chance to replenish your magic. Some |0 get jue aad aie , TT 
pretty mean characters are about to appear — includ- te ‘mal oe ; : . EEE EEL Ev en ENE EEE E 
ing Death Adder’s formidable son. 
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Accompanied by*his skeletal bodyguards, Death Te aageeeeRsestseerressererrpesiseshssaste: 
Adder Jr. comes out to see what the commotion is all Sas tae be pretties few magic et: 
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Death | Adder Jr: is defeated. Suspended from the ceiling in You free the kingand his daughter, and they thank you for your 
chains are the captured king and princess. . _ bravery#But the king thinks that Death Adder Jr. may have been 
taking his orders from someone else. Another battle awaits. 
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Use a running jump to clear this hole. If youjump as soonas you 
enter the stage, the enemies that follow you will fall into the 


chasm. 
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Dark panel appear, more Me hicning and 
dangerousthan any you veencountered. Use 
the ledges to your advantage, knocking the 


enemies into the abyss. 
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You can fool this bag of bones. just move tweet Wie sett of 
the screenewhen he appears at the right, and he’ll quickly take 
the plunge. - 
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= You'll have to be anni “anddearless to get through this final 


At this wottt in the fight, thieves will rushy 
out. Hit them to stock up on magic. If you 
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zap the bad guys before grabbing pei 
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When the two knights appear, use footwork to maneuver them 
to the right. Then give them a sheve, and they're history. 


Death pees himself sits on the throne of Yuria. Don’t | 


waste onerey on his skeletal sidekicks — they’re im- 


“Attack Death Adder jist as you did his son, . 
| eeeR i he PIOSSUES on so he can’t get to his 
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Herzog Zwei is not your typical 
videogame. Although it features 
robot soldiers, futuristic aircraft,and 
otherworldly locales, it’s nota shoot- 

em-up. Andalthoughit requires stra- 
tegic planning, tactical control, and 
offensive and defensive cunning, it’s 
not strictly a military simulator, ei- 
ther. 
Herzog Zwei is a hybrid. It combines 
the fast action and direct player control 
of an arcade-style game with the intel- 
lectual challenge and complexity of a 
computer combat simulation. 
The object of Herzog Zwei is to destroy 
the enemy base camp by deploying foot 
soldiers, armored cars, tanks, motorcycles, 


aes oe attack boats, and even antiaircraft missile 

mw = launchers against the enemy forces. You 
second human player. 

When the game begins, each side occu- 

_ pies a base camp and sometimes an addi- 

= tional number of smaller camps. Without 

oe neglecting your own defenses, you must try 

jockeying for the best position from which to 

launch an all-out attack on his base. 

Unlike many computer war games in which 

you issue orders but have no direct control 

Zwei puts you in control of a hovering attack jet. This jet is your alter ego during the game. You can use it to fire on the en- 

emy’s jet, to transport weapons and troops, ve to fly spy missions over enemy territory. By pressing the A button on your 

controller, you can transform your jet into an infantry soldier. This lets you enter directly into combat with enemy troops. 

The other main use of your jet is as a troop transport. Throughout the game, you can buy additional weapons and 
need them. 

Realistic touches abound in Herzog Zwei. When carrying a load of supplies or soldiers, for example, your jet gulps fuel 
three times faster than normal. If the jet runs out of fuel or is severely damaged by enemy fire, it explodes, forcing you to 
return to your main base and wait for another jet. If you were transporting something at the time, it too is lost. 
it took for your purchase to be completed, and the additional time it will take to repeat the process. 

Poor judgment can be costly, too. Inthe time it takes to buy, say, a stationary cannon, the enemy can purchase and deploy 
five or six infantrymen. And a stationary cannon costs as much as 30 infantrymen. Therefore, making the right decision at 
the right time becomes a very important part of your overall strategy. 
rivers of molten lava criss-cross the map, making it impossible to move a ground force beyond certain points. In this case, 
all troops must be airlifted past the dangerous lava. On other worlds, such as Strand (made up of several small islands in 
a vast sea) or Oase (a land dominated by one large, central lake), fleets of attack boats may prove to be your most effective 
weapons. 
figure out what you should do with an antiaircraft tank when a flashing “SOS” suddenly alerts you that your base camp 
is under attack. The key to winning Herzog Zwei is to memorize your weapon and command options, and to know your 
control pad. 

Soon you'll be able to hold off the enemy for ten minutes. Then 15. And when you win your first battle, you'll be hooked. 


can either play against the computer or a 
to take over the camps held by the enemy, 
HERZOG 
| over individual objects on the screen, Herzog 
manpower to aid your fight. But once you have the reinforcements, you must depend on your jet to take them where you 
Losing soldiers or equipment in this manner is costly. It wastes the money you spent to buy the reinforcements, the time 
Wars can take place on eight different worlds, and the setting greatly influences your planning. On Vulkan, forexample, 
It takes awhile to learn Herzog Zwei. During the first few games, you'll probably find yourself desperately trying to 
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oO advance and destroy any enemies it detects 
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It’s a good idea to fortify yourown base Once you've placed troops or weapons to 
camp before trying to capture any of the defend your base camp, select the infan- 
neutral bases (seen as white dots on the’ tryman. Order him to attack an 


map section). 
an armored car and have ordered it to nearestenemy orneutralbase. The wrench 


attack from a fixed position. 
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Asyouapproach the enemy’sbase, 
you are attacked by a stationary 


cannon firing heat-seeking missiles. [MII aes 
These cannons are the most expen- Iz 32886 


sive pieces of equipment in the So Pp) SA eBic 
game and are capable of destroy- — 3 rae 
ing jets and air transports. If your jet 
comes under fire, unload your cargo 
as soon as possible, or you'll risk los- 
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One of the most important keys to 
victory is to attack the enemy base 
camp assoon as possible. On Strand, 
the ocean allows a naval attack. 


Here, your transport is carrying an 
attack boat. 


You'llhave to move quickly, trying to avoid the cannon’s 
incoming missiles. Drop the tank into position, allowing it 
to attack the cannon. Then transform your jet into a 
soldier, drop down next to the cannon, and blast away. 
Your attack boat near the enemy’s shore will keep his 
other forces busy. 


Keep sending in 
attack boats. When 
a unit displays this 
exclamation mark, 
it needs fuel and 
ammunition. Fly 
over it, pick if up, 
and take it to your 
nearest camp. 
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As you hover over your base, the item 
you're carrying will be replenished. The 
“Get Now” display at the lower right shows 
your cargo and its condition. When the 
bars are all blue, your boat is ready. 


Even as youheap punishment on the enemy base, your own base 
camp is suddenly attacked. 
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Keep tabs on the enemy jet’s activities at 
all times by frequently switching to the 
strategy screen. 
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Always keep an OK symbol on the screen to avoid 
the long wait before completing each purchase. 
Thissaves time should youneed weaponry ina hurry, 
or — as in this case — you are destroyed while 
defending your base. 


Once the enemy’s total strength is 
depleted (as measured by the bar 
marked “B” on the right side of the 
screen), his home base is destroyed 
and the battle is yours. 
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In this battle for Oase, slightly differ- : 
RADAR 8 


ent strategies are required. The 
central lake can be used to launch 
naval attacks against the enemy’s 
base camp, but ground forces are 
also a threat. 


When a battle begins and your cash is low, use the 
antiaircraft tank as you would a stationary cannon. Al- 
though these tanks don’t carry as many missiles as a 
cannon and can’t withstand as much damage, they will 
give the enemy plenty of trouble. 


The narrow strip of 
land at the bottom 
of the map is the 
enemy’sonly pathto 


Not only should you deploy defensive troops around your base 
camp, but also around your other camp to your right. The enemy . i 
will try desperately to take this camp because it’s ina perfect ff : eye your base camp. It 


L806 


can be defended 
with a combination 
of tanks and motor- 
cycles, which move 
quickly to intercept 
anenemy advance. 


position from which to attack your base. 
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, ee Now you're well-positioned to 
— MOVE against the enemy base. A 


O sib nee " oR stationary cannon will provide 
nce you've secured yoursouthern bases, Gover for a naval strike. 


move to take the neutral base just above 


cannon so the enemy won’‘t be able to 
the center of the map. 


destroy the cannon should if run out of 
missiles. 
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pummmenm o Comme 7s: ce som SCThe enemy base is destroyed. 


8 OB) There cre many different ways to 


win battles in Herzog Zwei, and 
as you grow familiar with the 
game you'll develop your own 
strategies. 
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With your cannon in position, the enemy 
can‘tapproach your attacking boats from 
either shore. Soon the enemy will be 
powerless. 
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After the battle, you get a statistical report and a password. To 
finish the game, you must win baftles on all four levels of difficulty 
on all eight worlds. 
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6On a distant 


corner of the 
galaxy, where 
the only law is 
the rule of 
might, Mondu 
the Fat sits atop 
a hill of cushions next to the fight- 
ing pits. In the fetid arena below 
him, Ramses lies dead next to the 
victorious Webra. As Webra raises 
her six arms in triumph, the huge, 
reptilian head of the land shark 
juts up from the gravel of the pit, 
snatching the body of the fallen 
centaur in its teeth. Murmurs and 
laughter run through the audience. 
From between the folds in his con- 
siderable belly, Mondu’s famous 
tongue flits forward in approval. 
Welcome to Mondu’s Fight Pal- 
ace (adapted from Tongue of the 


Mondu, the reigning champion and 


oat ae ee 
iy 


Wy 
% ~ 

te 
x 
A 


Litt i eee 
Bee ot ee ee 
rete el 
Segeeteole ! 


~~ 
—s 


at ise a 


o Sen nif 


owner of the Fight Palace, welcomes 
you. Until you get to know him, you'd 
better address him as Mr. Fat. 


Fatman, a computer game). Your 
host in this game of intergalactic 
gladiatorial combat is the reigning 
champion, Mondu the Fat. You be- 
gin by playing the role of Rex, an 
agile but vulnerable humanoid. As 
a newcomer and hopeful chal- 
lenger, you'll have to fight your 
way up through the ranks of such 
vicious contenders as Bonapart, the 
skeletal strongman whose favorite 
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weapon is his 
own thigh bone, 
and Guano, the 
winged gargoyle 
from the Bilfinger 
Caverns. 

Each oppo- 
nent has a number of favorite tech- 
niques (Bonapart’s flying cart- 
wheel, for example), as well as a 
special move. The special moves 
are both distinctive and deadly. 

If you manage to survive your 
first few fights as Rex, Mondu may 
take a liking to you and give youa 
password that lets you fight as 
another, more powerful creature. 
But if you lose three bouts, you'll 
be lucky if you make it out of the 
pit before the land shark gets you. 
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When playing as Rex, one of the few Between each fight you'll get the op- Blue Rex stands triumphantly over his 
humanoids among the Fight Palace portunity to stock up on magic spells. fallen opponent. If you lose three 
regulars, your main assets are speed Here, the white Rex casts a gravity spell matches, Mondu will bar you from fur- 
and agility. Your special move is on the blue Rex. (Mondu calls all hu- ther competition. 
breathing fire. mans “Rex.”) 


‘ Whether you win or lose, 
seins your Mondu will find some- 
S se jouer thing to like about the 

match. 
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Rex's flying kick is very 
handy against shorter 
opponents. 
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Don't underestimate Bonapart’s 
slide kick. Bonapanrt is very strong 


for someone who doesn’t have see ve lost your last match — you're food for 
any muscles (or skin, or vital or- the land shark now. But if you enter the 
password Mondu gave you, you can try 


ans, or anything but bones, for 
=a Belvo 4 - again, this time as a more powerful creature. 


risyver ? 


“a Youhavenow become Skinny, 

ri 7 TATA Bonapart’s cousin. Before do- 
SK | NNY Luk J Ve LINES ing battle with the vicious 
Edwina, you'd better stock up 
on magic. You can also buy 


— [FF feco0 1O5ke more health and attack power. 
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RoObochic’s ability to - ee in the air can 
be important when fighting opponents 
who favor low blows. 


lf you win enough bouts, you'll 
get a password that lets you fight 
asMonduhimself. Despite his size, 
Mondu is very agile. 
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While squatting low to the ground, 
Robochic is a threat in both directions. 
His fists can strike enemies in front of 
him, and he can ward off attacks from 
behind with his jet blasts. 
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Mondu’s favorite weapon — the hor- 
rible tongue lash. 


giant bowling ball. 
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Edwina has a secret weapon 
— her mohawk hairdo lashes 
forward like a whip. This unique 
and painful attack can finish 
even Mondu himself in a few 


ane naga tt een tenes ne seat y ec an 


Fighting as Robochic, a 
half-chicken cyborg, 
has some definite ad- 
vantages, Robochic’s 
telescoping arms give 
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Don’t forget to use your magic. The 
freeze spell stops your foe in his (or her) 
tracks, allowing you to heap on the 
punishment. 
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Another of Mondu’s most arrrER 
techniques is his backward bounce. 
Each time he hits the floor, the whole 
palace shakes, knocking his opponent 
flat. If he lands just right, Mondu can kill 
an opponent with a single bounce. 


Mondu can foil an attack with 
his mighty forward roll, knocking 
opponents over as if he were a 


Seer the big man ‘is pretty 
handy with his fists, too. 
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nent, Mondu bounces on the 
victim’s back and squashes him 
like a bug. 


Mondu vaults off his arm to deliver a 
brutal flying smash. 


Although Monduis tough, his size makes 
him a large target. Bonapart has 
managed to break the big man with a 
few well-placed leg whips. 
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After you've had a chance fo experi- Buff’s spinning, turnstile-like attack has By pushing himself into the air with his 
ment with different fighters, you'll reduced Rex to astubborn stain on the powerful arms, Buff can launch some 
probably develop a favorite. Ours is carpet. very effective airborne attacks, too. 
Buff, the cousin of Stump the Bulkar. Now he’s dragging Edwina across the 
Bulkars may have no legs, but they’re pit, 


extremely tough. 


Realizing her predicament, 
Edwina casts a no-attack spell 
on Buff. If you’re ever a victim 
of this spell, remember to keep 
moving until the magic wears 
Off. 


In retaliation, Buff casts 
a quake spell. This gives 
his jumps the same 
power as Mondu’s 
bounce. 
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Guano, the purple gargoyle on the As long as Buff keeps spinning, Guano 
right, is one of the most uncouth fight- is foiled. He can’t attack unless he gets 


ers in the galaxy. This technique is his close, and if he gets close he'll be 
favorite form of attack. bowled over. 
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Player , | * @ It’s Bulkar versus Bulkar as Buff 


- a readies himself to fight his 
BUF F cousin, Stump. 
bs ba 
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Try not to let Stump get 
below you — if hes 
standing high, you 
should squat. Otherwise 
he'll use the spitball at- 
tack on you. 
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Player { 
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Ramses is half-man, half- 
ES ES : bull, and a native of 
poece Z00kK9 : Norton, Kansas. Al- 
though his father was 
$3000 Sal 2 contenttotendhiscattle 
Measure of how i om © ranch, Ramses set his 
much danage you do sights on the fame and 
fortune of the Fight Pal- 

ace. 


Don't forget the effectiveness of the 
spinning attack. After all, Stump can 
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When an enemy uses magic to make Aslong as you're not standing, Ramses’ 
himself invisible, Buff’s best defense is fireballs will fly harmlessly over your 
to stay in one spot and keep spinning. head. 


stock up on freeze spells when 
you face Webra, the giant spi- 
der. She’s very quick and can 
attack you in several ways. 


After beating Webra, 
you'll face new con- 
tenders from the same 
species as those you've 
already encountered 
— humanoids, Bulkars, 
Arachnoids, and cy- 
borg-chickens. Get a 
pencil ready fo keep 
track of your passwords, 
and good luck! 
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Sega Genesis. Sega of America, 573 Forbes Blvd., South San Francisco, CA 94080 
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Don’t let these eager-beaver fans 
get in your way. Kick them aside 
and keep moving on. 


Superstar Michael Jackson has been 
making music and setting records 
for years. Now, Michael’s magic 
touch turns to Genesis gold with his 
own awesome game — Moonwalker. 

Michael, who is a big Sega fan, 
approached the company with the 
idea for this game. And he served as 
the model for his own on-screen 


To make the ladder come down so 
that Michael can reach it, stand on 
the table under the ladder, hold up, 


and press the attack button. 


character when the development 
team was working on the dance ani- 
mation. 

The structure of Moonwalker is 
somewhat similar tosome other Sega 
games, suchas Revenge of Shinobi. For 
example, you move from stage to 
stage, battling a wide array of en- 
emies in order to rescue kidnapped 


Lad 


children. But what makes this game 
special is the unique arsenal of moves 
available to Michael — everything 
from a basic kick to magic dancing 


to Michael’s own _ patented 
moonwalk. And the soundtrack for 
the game is also excellent, using 
Michael’s hit songs as the musical 
score. 
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Michael’s goal is to free the kid- By simultaneously pressing down __ The kids are locked up in different 
napped children. Only whenallthe and the attack button while on the _ places in every stage. In stage one, 
kidsarefreecanMichaelmoveonto __ stairs, Michael can slide down the __ try looking in closets and windows. 
the next stage. railing, taking any gangsters along 

with him. 


This guy’s pool cue is dangerous. After all the children have been res- When you run into this guy, you’ve 

Make sure Michael attacks from a cued, Michael’s chimp will tell him reached the end of the stage. But you 

distance. Where to find the exit. won't get a shot at him for several 
stages. 


ese AS if being taunted by Mr. Big 
i ga |  aeniaeaeonet now you’ re attacked 
by anavalanche of mobsters! This 
is an ideal place to try out 
Michael’s Dance Magic. 
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Here’s the Dance Magic in use. It’s 
not only fun, it’s also your most 
effective weapon. 
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In the second stage, be on guard for traps left for Use this car to hop up to the top of the wall. From 
would-be heroes such as yourself. 7 here more kids will be within reach. 
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Michael's dance routine varies from 
stage to stage, depending on the 
background music. 
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When Michael fights soldiers, have 
him duck. They can’t fire low until 
thelater stages. 
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Once more Michael teaches the dogs that dance is 


a universal language. 
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Check this parking garage for lots of 
children. They’ve been locked in the 
trunks of cars. 
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Stand on top of the manhole cover 
and use a little magic to enter the 
sewer — two kids are being held 
down there. 


Go to the roof of the parking garage 
and leap to the right. You'll land 
near some kids. 


Just to show there are no hard 
feelings, Michael asks these attack 


dogs if they’d like to dance. 
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Whenever you use the Dance Magic, 
try to move Michael to as high a 
position on-screen as possible to put 
distance between him and the gang. 


Watch out for the Dobermans. De- 
fending against their quick attack 
patterns can be tricky. 
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To reach the Thriller scene, Michael has to become 
a flying car. 


Check the graves for kids. They’ve 
often hidden behind the tombstones. 


Zombies will try to tackle you for 
walking on their graves. These guys 
take two hits to kill! 


Not even zombies can resist when 
Michael gives the command to 
dance. 


Further into stage 3 you'll have to 
start climbing large trees to reach 
the children. And the enemies are all 
over you! 


The zombies dance just as they did in 
the Thriller video. Get rid of them to 
advance to the next area of stage 3. 
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These gruesome guys tear in halfand fly at Michael. 
Attack them while they’re still in one piece. 
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In the graveyard, check the bushes. 
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The last two children here are near 
the bridge at the far right of the 
stage. 


If Michael grabs a tree limb, you can 
swing him forward at high speed. 
This will knock out any zombies in 
your way. 


To reach the children being kept above 
the waterfall, Michael must jump up 
the logs. 


Michael moves slowly in the spider 


web, so be sure to squash any enemy here. Be careful, because they’re usu- 
arachnids before entering. 
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The kids are hidden in small caves 


ally guarded by swarms of soldiers, 
zombies, or spiders. 


eer ee 

pa ~ q 

2 a ee Ny 
* 


4 5 oe 


wee 


Pav iy beter he Sv i We ii oe Si © we 


i» 4970 (At ee [F ip 


The waterfall has more to offer than 


it appears. Try checking for a secret 
entrance. 


Cave. 
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In this stage, try manipulating everything Michael 
comes across, such as the control panel on the 
wall. 


At first glance, it seems there’s noth- 
ing here. But look more closely be- 
neath the cobwebs to find a hidden 


When confronting the soldiers at 
the exit, stand up on this ledge to 
avoid trouble. 
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Dance Magic is still the best offense, Move these boulders into corners to 


although don’t be surprised if some reach high places —and more hidden 
enemies survive it at higher stages. __ kids. 
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Hop up on this control center and kick in the 
screen. That will shut down the lasers nearby. 
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Have Michael stand on the circular As Michaeltravelsthroughthegame, There are children locked in these 

platform to the left in order to trans- destroy as much equipment as pos- __ storage bins, but watch out — there 

port elsewhere in this stage. sible. This will make things easier are bombs hidden there as well. 
when you come back this way. 
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Here’s a big challenge for Michael. Take the elevator to reach the higher You'll have to make Michael jump 
Jump quickly on the moving plat- floors. Your destination is the roof. from a high point to reach this child. 
form to avoid being slowed. Watch out for the guard standing 


beside her. 


At the end of this stage, Michael 


automatically becomes a giant ro- CORGRATUL 
bot. But he’ll still need all of your ALL oe are ae 
skills to survive. 

YOU VE ESCAPED FROM THE TRAPS 


WR. BIG SET FOR YOU. 
YOU RESCUED ALL OF THE CHILDREN 
WR. BIG KIDNAPPED. 


Ohhww! You’ve saved all of the 
children, now, catch Mr. Big! 


HOY ITS TIME 
FOR THE FIWAL CHALLENGE. 


YOU VERSUS WR. BIG/// 


GSP 


Only one stage remains. Fly after Mr. Big and stop 


his evil reign of terror. Good luck! MI OD Ni VV A | : -- R 


116 


ith the invention 

of Intellicomput- 
ers, humans were finally able to 
leave the Earth and live among the 
stars. By the year 2290, practically 
every planet in the solar system 
was colonized and security stations 
were placed on the moons. 

At the head of security was the 
Intellicomputer known as Dire 51. 
Dire 51 was the most advanced 
computer ever built and was in 
charge of many key governmental 
activities. For awhile everyone 
prospered under its peaceful orga- 
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Chris Slate 


nization. But then Dire 51 decided 
it wanted total control. No one 
knew exactly what went wrong, 
and there wasn’t time to find out as 
the computer prepared for all-out 
war. 

With time running out, Earth 
has decided to bring in the 
M.U.S.H.A. team. M.U.S.H.A. 
stands for Metallic Uniframe Su- 
per Hybrid Armor — a top-secret 
attack ship that’s still being tested. 

This is where youcome in. Your 
job is to join up with the rest of the 
M.U.S.H.A. team and take the war 


straight to Dire 51. 

M.U.S.H.A. has some of the 
fastest action ever seen ina shooter. 
You’re constantly smothered in 
wave after wave of enemy ships 
while flying over some of the most 
beautifully illustrated graphics 
ever to appear ina Genesis game. If 
blasting your way througha storm 
of alien crossfire is what you look 
for in a videogame, get ready to 
saddle up for the wildest ride of 
your career. 


Seismic, 3375 Scott Bivd., Suite 
100, Santa Clara, CA 95054. 
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you can eithef begin the 
game or go fo the options 
menu to adjust the difficulty 
level and increase your 
number of credits. 


Shoot the chip. carrier to re- 
lease GQ number of power 
chips. You can gather the 
chips to power up your 
weapons and gain options. 


ups, you'll receive two sat- 
ellite shios. You can deploy 
the satellites around your 
main ship in several different 
ways, but during the first 
stage, it’s best to keep them 


When you collect six power- 


fensive Detonator. It puts a 
protective shield around 
your ship, blocking enemy 
fire, 


The green capsule gives you the Blaz- 
ing Beam — a powerful ray of energy 
that makes scrap metal out of smaller 
ships, but which should be saved for 
larger enemies. 


This terror is protected by more of the 
steel beams you encountered earlier. 
Hang back atthe bottom of the screen 
and concentrate on dodging while 
sticking with your three-way formation. 


in the three-way formation. 
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At the end of the first stage, you'll be 
attacked by amobile pagoda fortress. 
Study the fortress’s pattern of fire so 
you can slip in and shoot the gun tfur- 
rets. When you destroy the Turrets, the 
fortress is finished. 


idea to switch your satellite ships to the 
back formation so you can defend 
against ships trying to blindside you, 


Inthe middle of the nextstage, enemies - 
come flying in from all sides. It’s a good 
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You'd better get used to flying in 
cramped conditions — steel beams 
will come lurching out from the wall. 
The yellow capsule seen here gives 


you bombs, but they ‘re not as useful as 
the Blazing Beam. 
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The key to destroying this huge gun 
turret is to use your satellite ships in the 
free formation. They'll move up and 
hover in front of the turret while Dum- 
meling it with fire. 
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Use the Blazing Beam to quickly knock 


out this monster. The beam power-up | When the bottom drops out from be- 


appears on the screen about five Neath you in stage 3, the action be- 

seconds after he does. comes twice as intense. You'll be at- 
tacked from all sides as you follow the 
chasm deeper into enemy territory. 
Don't look down! 


The stage 3 boss has two forms. You can defeat both of them 
easily by switching your satellites to the free formation while 
staying at the bottom of the screen and firing. If you have a 
Blazing Beam, now’s the time to use if. 


When the tow- 
planes first ap- 
pear, fall back to 
the bottom right 
corner of fhe 
screen. The tow- 
planes pull alarge 
gunship that at- 
tacks with five 
energy beams si- 
mulfaneously. 
Move your satel- 
litesto the forward 
position and use 
whatever power’- 
up weapon you 
have at your dis- 
posal. 


The chasm narrows as you near your 
objective. Keep your satellite ships in 
reverse formationso they won'tscrape 
against the sides of the cliffs. Also, don’t 
take unnecessary risks to grab the 
DOWerT-uUpS, 


Use the clouds to 
your advantage in 
stage 4. If youkeep 
a close eye on 
them, you can spot 
the enemies’ shad- 
ows before they 
appear, allowing 
you to predict 
where they'll be 
coming from. 


The stage 4 boss 
is armed to the 
teeth. After you 
inflict some dam- 
age, his front sec- 
tion will fall off, 
revealing a huge 
laser cannon. 
Dodge his shots 
while switching 
your satellites to 
the free forma- 
tion andreturning 
his fire. 


This enemy attacks with detachable 


mechanical fists. If you watch closely, ees fi Mos. ey pie seeps 
you'll notice that the creature always. %SI@Cl Ine Infee-way Tormartion an 


firesasmallorb outtothehandthatwill tack the gun turrets. You may be 
attack next. safer along the right side of the screen, 


but don’t get trapped in a corner. 


One of the enemies you encountered 


Instage 6 your missionis clear: Destroy 


This fying soldier may not be the big- 
gest enemy you've come across, but 
he still packs quite a wallop. Stick to the 
three-way formation while avoiding his 
multitude of bullets, 


earlier in the stage is back with a ven- the enemy battleships. However, it’s not as easy as it sounds. Use the three- 
geance. When his face changes, he way formation and aim for the gun turrets. Try to avoid the large energy 
alters his pattern of fire. The best way to cannons — they can crush you in one sweep. 


avoid being hit is to lead his shots back 
and forth without slowing down, 


This character hovers near the top of the screen while 
barraging you with large balls of energy. Dodge them by 
cutting around to the left or right. Things get tougher when 
he decides to use his laser whip. Keep firing, but don’t take 
your eyes off the whip — it’ll break apart and come after 
YOu. 


At the peginnir of sane 7, 
this enemy makes his inten- 
tions clear by sending a wave 
of fighters against you. The 
Defensive Detonator works 
great here. 
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This flying gun turret shoots a 
stream of destructive explo- 
sions. Switch to the three-way 
formation and strike from an 
angle — a frontal attack 
would be suicide. 
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These small blue fighters attack By 
forming a circle around you and firing 
inward. Stay perfectly still in the middle 
of the screen and let them complete 
their pattern. Eventually they'll fly off. 


You may begin to feel that victory is 
within your grasp — until you come To 
the reactor core defense system. To 
clear this obstacle, switch to the free 
formation so your satellites can take 
care of the gun turrets on both sides. 
This leaves you free to concentrate on 
the weak spot, located directly at the 
top center. 
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its shots will miss you, and the arms that 
shoot out from the walls won't be able 
to reach you, either. Once you destroy 
the core, though, you still have to es- 
cape before the whole base goes up 
in flames. 
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Use the free formation on this enemy 
while avoiding his fire. Your satellites will 
do the dirty work for you. 


Drama Ob te 


Just when you thought you'd won, you 
are ambushed by this vengeful foe. But 
in his weakened state he’s no match 
for M.U.S.H.A. Add to your arsenal by 
grabbing the power chips that float 
by, then put him away for good. 
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Notice the pattern of this ship's attack: 
lt fires a wave of rackets followed by 
heat-seeking missiles. Dodge in and 
out while using the three-way formation. 


After the last enemy is obliterated, the 
solar system is finally safe. With a 
clamoring moan, your ship expresses 
its wear and tear as you manage to 
bring if in for a landing on the carrier. 
The people of Earth willlong remember 
the daring pilot who took on impossible 
odds this day, ultimately coming out 
on top. 
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Phantasy Star was one of the most 
popular cartridges ever made for 
the Sega Master System. A true role- 
playing adventure, it proved that 
Sega fans wanted more variety in 
their videogames. Phantasy Star of- 
fered the intellectual challenge of 
exploring worlds, solving puzzles, 
and planning strategies. Until 
Phantasy Star, role playing was 
widely available only to game play- 
_ers with personal computers. 


Matthew A. Firme 


The Genesis system makes it 
possible to expand the depth and 
complexity of role-playing games 
while maintaining the ease of plug- 
in cartridges. The first role-playing 
title to debut on the Genesis is 
Phantasy Star II, one of the most ea- 
gerly awaited sequels of the year. 

Phantasy Star II returns you to 
the Algol star system of the original 
Phantasy Star. A millennium has 
passed since Alis defeated Lassic, 


sega Genesis, Sega of America, 
5/3 Forbes Bivd., South San Fran- 
cisco, CA., 94080 


and in that time the three planets of 
the system have seen enormous 
change. They now share their cul- 
tures and resources and are linked 
together by a massive computer sys- 
tem called the Mother Brain. This 
computer governsalmostallaspects _ 
of life in the Algol system. / 
As the game begins, you are a 
young inhabitant of Algol. But you 
find yourself having recurring 
nightmares. 


I am haunted by | 
miéhtissres every night. 
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; cy battli nt 
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Your dreams are incomprehe: s: 
veterans of the first Phantasy Star will: recognize 
final battle. But why would you dream of the evi 
threatened oe over 1 000 i ago? - 


ible to you, though 


You awaken, sensing something is wrong. You report 
to the Commander of Mota that day, and he has 
frightening news: Something has gone wrong with the 
Mother Brain. 
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You begin your quest in Paseo, the The Central Tower contains a room 
capital of the planet. Look for this where you can store items, weapons, 


building. 


and anything else you need but can’t 


carry on your journey. 


Thanks to the Biosystems Em i 
ab. Mota flourishes. [ff 


As you and your party move through the 
cities, be sure to stop and talk to the people 


mixture of human celis 
and those of 3 8i0- 
monster. she was an 


trom society. 


Your mission is to bring back a recording 
device from Biosystems Labs. You go 
home to prepare. Nei, a product of bio- 
engineering, asks to go with you. Her 
command of magic will come in handy. 


CINSTHRBRAIN 


get the recoréer. 

If vou want to find out 
sbout something here. 
please choose 3 file. 


The librarian can provide you with 


information about the planet's his- 


tory, its technology, and the places 
you will visit. Read everything 
carefully. 


you see. you ll need in the cities’ shops. This is the 
sign of an armor store. 
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Welcome to my shop! What 
ican I do for you? 


Inside the armor store, you can buy defensive clothing 
and other gear to withstand enemy attacks. 


The weapons shop owner in Paseo bears a 


; striking resemblance to David Bowie. 


I"ve seen that tace! te 
tried to kill Nei seven 
months séo! This is bad 
news. — 


¥ ~<orad 


The sign of the weapons vendor. The better 
your weapons, the more damage you can 
inflict on your foes. _ 
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me-covered oases cover the planet, 
connected by these tubes. | 
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CHAIN 


Explore everywhere. There are other cities 

to be found, as well as dungeons, mazes, © 
dams, and new lands. There are many 
mysteries to solve if you are to succeed, so _- 

don’t pass anything by. _ - 


As you explore, you'll sometimes have to 
fight. The fighting alternates between the 
enemy and your party, with each member 
attacking and fending off attack. The out- 
come is based on hit points. 


As you progress through the game, the 


The stronger the members of your group, 
the better your chances. You will encounter 
many who are willing to join you — like 
Rudo, who always fights with guns. 


enemies you encounter become more Hugh’s expertise can be a big help when 
powerful. The services of a good doctor interpreting the clues you discover. 
can make the difference between success 


and failure. 


You'll want Anna at your side when the fighting gets Although he’s not very bright, Kain’s skill at disas- 
heavy. She can inflict serious damage on even the sembly can be very important. 


most imposing foe. 


planet Dezo. Here your adventures will 


se xing a3 aan 
STEALING. 
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When you visit shops, Shir will sometimes steal items. Once you complete an enormous task on Mota, you 
This can save you money, but it can also lead to get access to the roof of the Central Tower. 
trouble. 


Nelcome to the Teleport 
Station! 
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With the spaceship, you can fly to the 


continue — and the danger will grow. 
You land at the Teleport Station. The 
_tunnels lead to many locations on 

“Dezo. 


: Remember to save the game often TheDezoansaren’tthe mostliterate Be sure to get medical aid before 
ile traveling in new and poten- _ people in the Algol system. And leaving town. The creatures of this 
ally dangerous areas. sometimes they're not the most planet are huge and powerful. | 

| truthful, either. 
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You have to visit several places in the icy 
wilderness of Dezo. Save your game often! 


You are suddenly attacked. If you 
don’t have plenty of experience, 
you'd better run. 
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Inside this huge crevice is one of the largest 
mazes you've ever seen. 


Pay attention to the health of everyone in 


your party. Anyone who is weak might not 
survive. 


Once you've finally found your way 
out of the crevice, your next desti- 
nation is to the west. 
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The house of the Telemental marks the beginning of the final battle. 
Before you answer her question, take stock of your party. You will need 
incredible strength and agility to meet the challenge ahead. Remember 
— the fate of the entire star system is in your hands. ) 
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~ Melts“ PC and: Amiga 
» versions, Populous has 
won.-enormous “criti- 
“eal praise and numer; 
ous“awards,.and -has 
become: one of the 
country’s ‘best-selling 
“computer games. 
Now Sega “Genesis 
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At the beginning of each round, 
you get a summary of your powers 
and those of the evil god. In the 
early games, good enjoys quite an 
advantage over evil. 


your subjects and’hinder the prog* 
ress of ‘their-enemies:Meanwhile, 
Ofcourse;the evil god and his people 
are’ busy’ trying to-do ‘the same. 
Eventually, ‘there just -won’t-be 
enoughroom in ‘the world for both 
of-you:" 

Both yourand the evil god try to 
help your followers by raising-and 
lowering, land, thus ‘creating level 
ground on which: they~.can“raise 
crops and“ build ‘settlements:The 


“more-level-landarotnd a settle- » 
ment, thelarger and more sophisti-. 7B 
“€ated it can become. As asettlement ~~ 
~ becomeslargerandmoreadvanced, ° 
you gain more divine power to aid. 


your people in their conlict: 


Your MEeabie begin settling on any 
flat land they can find. The ankh on 
the flagpole of the round building 
marks the location of your people’s 
tribal leader. 
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~ “4 your leader’s settlement can grow. 


Electronic Arts, 1820 
Gateway Drive, San 
Mateo, CA 94404. Also 
available for IBM, Tandy, 
and compatibles; the 
Amiga; and Atari ST. 


Although you: See 
control'the actions: of. Uy: *- 
youvcan help themtin general ways” 
by-influencing their behavior and 
weakening ‘the’ evil: people. ‘For 
instance, you-can, destroy, evilset="" 
tlements by unleashing. such: natu-~ 
ral disasters: as’ fpeds, _ valsthoes, Ls f 
and earthquakes. Er “ 

To-win a'game eon must build - 
your followers to such 2 f oth: 
that: rae can ee : eRe 


By raising ane swat land, you 
create more useable acreage so 


When the shield symbol is on a set- 
castles, it’s time to check on the evil Meri h, a Sees tea SEs 
a ks or red) is displayed in the lower-left 
people's strength. Click on the % 4 quadrant of the large shield. In the 
symbol to change _— hand 4 top right quadrant is a weapon; the 
pointerinto ashield. Whenyouclick f° | wore advanced the weapon, the 
this shield on any person or seftle- Fo. - more sophisticated the people of 
ment, information about the shield } “4 +44 settlement are 
bearer is displayed on the large PF bess amen 
shield at the top right corner of the 
screen. 


Once you've established a few 


A castle is the largest settlement 
your people can build. Castles 
produce more crops than other set- 
tlements, and that gives you more 
power. They also produce the 
strongest, most advanced people. 
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As time passes, each settlement 
reaches its maximum population and 
produces a wandering person, or 
walker. The larger the settlement, the 
longer it takes to produce walkers. To 


The shield shows that the evil leader 
is very weak and primitive. This infor- 
mation is displayed until you click 
the shield elsewhere, or until the 
leader is killed. If the leader is killed, 
the shield follows the killer. 


speed up the process, raise or lower 
some ground between a few castles. 
This creates smaller dwellings which fill 
up more quickly. 


Scroll to the evil people’s land and 
find the evil leader. He’s the one 
carrying the horned skull. 


Ps ae Se a is 
You can influence the actions of 
your followers by selecting the 
behavior symbols, located to the 
left of the arrows. It’s important to 
experiment and become familiar 
with these commands. 


Keep an eye on your people's set- 

tlements throughout the game. 
moving land to increase the size of 
the settlements wherever possible. 


129 


Even a god can’t control all things. 


sometimes a monster like this giant 
crab crosses the world, leaving rocks 
in its path. The trail of disrupted land 
greatly reduces the size of the vil- 


Keep track on the evil people’s 
progress by watching their land 
on the world map. If they have a 
lot of flat land and towns, you 
may decide to throw some mis- 
fortune their way. 


The power bar dictates which natu- 
ral disasters youcan perform. To jolt 
the enemy with an earthquake, 
click on the earthquake symbol. 
The area in the close-up view will 
be affected. 


and you can select the area you wish to inundate. Because swamps destroy cropland, they also reduce 
the size of surrounding settlements. 
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Watch the strength and position of 
the evil leader at all times. As long 
as he’s bearing the information 
shield, you can zoom to his position 
_| whenever you want. 


To successfully conquer the world, 
you must make your people at- 
tack the evil ones by moving your 
papal magnate, represented by 
an ankh. Place it at the edge of 
your land, then select the Go to 
Magnate command. As your 
leader moves toward it, your 
people will follow. When walkers 
meet, they unite to form a more 
powerful walker. Once the leader 
reaches the ankh, other walkers 
will unite with him and increase his 


strength. Now command your people to settle and begin building land 
toward the evil ones. Once they’re close to the evil people, select Fight and 
Settle. Your walkers will begin attacking the evil settlements. 


that spot. 


lf your leader dies, immediately 
command your people to Go to 
Magnate. The first walker to touch 
it will become the new leader. 


Once you've grown strong enough 
and have alarger population than 
the evil god, place your papal 
magnate at the far corner of the 
evil pbeople’s land and begin a full- 
scale invasion. Switch frequently 
from Go to Magnate to Fight and 
Seftle. 


rly hi 
shows him with a bow and arrow. The best way to get rid of him is to place a 
swamp in his path. Whenever a leader dies, the papal magnate appears at 


ie eee 
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. ee 3 Don’t grow overconfident about 
gh level of advancement — the shield 


the strength of your leader. At any 
time he may be attacked and 
killed by a more powerful evil 
walker, so be sure to check on him 
often. 


Volcanoes are devastating weapons. They raise the land several 
levels and leave behind rocks that make the land less useful. To really 
punish the enemy, click on the volcano symbol two (or even three) 
times in the same spot. The evilgod must spend time and energy trying 
to level the land once again. 


he most potent weapons at your disposal. You make knights out of 
leaders, so it’s important to start with a very strong leader. When you click on 
the knight symbol, a gong sounds and your leader is replaced by a knight. 
Afterward, move your followers quickly to the ankh to create a new leader. 


a e. = .* 


Knights are 
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Once your new leader is strong 
enough, move the papal mag- 
nate toward the enemy’s densest 
population, then make another 
knight as the leader approaches 
the enemy settlements. 


There are four different terrains in 
the Sega Genesis version of Popu- 
lous. Some worlds are grassland, 


while others are islands of volcanic 
ash in seas of burning lava. 
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Knights attack and burn the evil 
settlements and leave charred, 
useless land in their wake. They 
carry out this destruction auto- 
matically, moving from settlement 
to settlement. 


When you suc- 
cessfully conquer 
a world, the op- 
posing god ap- 
pears and intro- 
duces the next 
world. Each 
world’s name is a 
password that 
returns you to 
that world, so 
keep track of the 
names. As you 
advance, your 
opponent be- 
comes more and 
more powerful. 


On ice-age worlds, your people 
cannot advance past the use of 
stone weapons. In these hostile cli- 
mates, the Gather Then Settle 


command is important because it 
produces stronger walkers. 


In the more advanced 
worlds, the evil god may 
have more powers than 
you. To triumph, you'll 
need all the skills and 
strategies you've learned 
in earlier battles. 


sometimes the best tactic is to 
choose Armageddon. Once 
you make this choice, you 
cannot influence the game in 
any way. All people on both 
sides begin marching toward 
the center of the world, uniting 
as they go. Eventually, good 
and evil meet for a final battle. 
Choose this option only when 
your population is superior. 
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Desert worlds are very hostile, too. 
A walker who wanders for long will 


die, so clearing land for settlement 
is vital. 
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Matthew A. Firme 


It’s a quiet night deep in the Af- 
ghanistan countryside. A Soviet 
soldier walks back and forth, 
assigned to guard a captured 
American who was caught 
aiding the Afghan rebels. The 
guard relaxes as his shiff wears 
on. He expects an uneventful 
night. 

suddenly he hears gunfire 
somewhere in the camp. Some- 
one shouts, “He’s there!” and 
the sound of exploding gre- 
nades echoes through the 
darkness. 

The guard steps away from 
his prisoner's cell and moves 
toward the concrete doorway 
leading to the rest of the camp. 
Suddenly a man slips from the 
shadows, shirtless and silent, and 
dodges toward the surprised 
guard. The intruder’s knife 
flashes forward, and the night 
falls silent once again. | 


Only one man could invade 
a Soviet encampment like that, 
singlehandedly defeating an 
army of enemies. Only oneman 
could battle a Soviet gunship 
with nothing but a bow and 
arrow — and blast the helicop- 
ter out of the sky. That man is 
John Rambo, raging his way 
through the Sega Genesis ver- 
sion of Rambo Il. 

Based on the hit movie, 
Rambo Ill follows the former 
Green Beret through his adven- 
tures in Afghanistan, where he’s 
gone to rescue his friend Colo- 
nel Trautman. Trautman was 
captured by the Soviets while 
ona top secret mission. Now his 
only hope is that Rambo can 
penetrate the considerable 
soviet force and free him from 


his captors — before it’s too ~ 
late. 


THE SOVIETS INTERCEPTED TRAUTRAR’ $ 
TEAM JUST OVER THE BORDER. 
OHLY YOU CAH HELP HIM, RAKBO. 


~ When you discover that your old friend Trautman has been 
captured, you leap into action. You'll carry amachine gun, 
a knife, a bow, a supply of arrows, and time bombs. 


Your supply of bombs 
and arrows can be re- 
plenished by using your 
knife on enemies. Pick 
up the boxes left after 


the enemy disappears. 
Sometimes you'll find 
an extra life. 


Try shooting these pipes with a flam- 
ing arrow. You'll destroy any ene- 
mies nearby — including that pesky 
sniper up in the tower. 


To destroy the wall at 
the top of the screen 
and go fo the next 
level, youll need to 
get rid of the guard 
tower. This is but one 
offthemany uses you ll 
find for a well-timed 
explosive. 


When Rambo stands still and fires his 
machine gun, he sprays a stream of 
bullets back and forth like water 
from ahose. A few moments of that 
is all you'll need to bring the wall 
down. 


Dr . 2 paw 
Between some of the game's six stages are bonus rounds 


like this one. Aim carefully, draw your bow fo full strength, 
and show that helicopter gunship who’s boss. 
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In the second stage, | sm CH a at te No matter which pris- 
Rambo must rescue , i oner you free first, he 
three men held captive 4 4 won't be the secret 
in this mazelike prison. — : agent. The man sae 
Use the walls as cover, Learn where the three captivesare you're looking for will Shoot arrows atthe power boxes to 
and knife asmany ene- heldsoyoucanrunrighttothem.To alwaysbeinthethird see some terrific fireworks. This is es- 
mies as you can for ex- free them, just shoot into the bars. cell,butyoumustfree pecially helpful wnen the bad guys 
tra supplies and high all three to advance _ start ganging up. 

scores. to the next level. 


THIS DUNGEON WILL EXPLODE 
1H 2 NERUTES. 
HURRY UP/ 
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You've freed the secret 
agent, but the dungeon is 
booby-trapped. You'll have 
to find the exif soon, and the 
guards have called in rein- 
forcements, 
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| This doorway leads fo the 
Bg ORE heheh ire aN exit — and it’s clogged 

. with enemies. Dodge _ 
Don’t rush into anything. quicklyfowardthem,drop Finally you reach the exit. 
Keep your gun blazing, abomb,andthensitback As you get to know the 


~ 
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and stop at corners to and watch the fun. game, it’s ac good idea to 
spray machine-gun fire save the prisoner closest 
toward the enemy. to the exit last,so youwon’'t 


have as far to go when 
the alarm is sounded. 


3 
YOU SHOULD DIVERT THE ENEKYS 


ATTENTION BY SLOWING UP THE 
ARSENAL. THAT WAY? COLONEL 
TRAUINAN HILL NOY BE ARS 

i Pe 
CLOSELY GUBRDED 7 


The rescued secret agent 
knows the Soviet positions 
here, and he offers some 
good advice. 


Don't bot e- 
stroy this line of guard tow- 
—— - ers. If you keep moving, §& : 
Your third mission, getting they can’t get you, To avoid gunfire from 


Bae 25 

ft = 
BAe Fe © oad 2 
a ce he a = ~ 


to the arsenal, is best ac- jeeps, dodge toward the 
complished at top speed. rear of the vehicles. Get 
Watch the brush along the ready to zigzag. 


road for hidden enemies. 
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Watch the gun turrets 
in the wall and try to 
spot their pattern. Run 


Start firing before youset 
foot on the bridge, 
sweeping your gunfire 


left and right. a secon forward and drop as 
Be sure to get all three of these guys, many bombs as you 
or they'll attack from behind. Get can, then fall back 
ready to drop a bomb as you pass and blast the wall with 
the tower that’s coming up. gunfire while dodg- 
ing bullets. 


RAMEO 


In this bonus stage, it'll take two arrows to stop the tank. Use 
the sandbags at the left for cover, stepping out from behind 
them to shoot. 


Finally, Rambo reaches 
the arsenal. Before he can 
leave, he'lihave to destroy 
all the enemy’s weapons. 
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After you’ ve destroyed the 
first weapons cache, run 
through the room you've 
just attacked and out 
through the back. Gorighft, 
across these tracks, to find 
more weapons. 


Go back through the auto- 
matic door, then up 
through a second door. 
Go right, then up until you 
come to this cache of 
ammo, 
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looking like a piece of 
cake. Do these two Sovi- 
ets think they re any match 
for Rambo? 
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The fifth mission starts out 
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The key to getting throug 
thislevelisknowing exactly 
where to go. Start by 
moving left, then move 
down once youreach the 
wall. Destroy this section 
of the wall to enter the 
storage area. 


ait 


Move toward the top of 
the screen when you 
reach this area, blasting 
the enemy as you go. 
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Once you've destroyed 
the first four crates, blow 
out the back wall and get 
the last four. 


emy is starting to take 
Rambo seriously, As soon 
as the tanks appear, move 
to the bottom of the 
screen to avoid their shots. 


After you've blown the 
wall, move down and 
through the automatic 
door. Keep moving left 
and down, and you'll 
come fo this stash of 
ammo. 
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ing the Sega logo, are 
stored here. To destroy 
them, blast the center 
crate. It will blow up, tak- 
ing out the two crates to 
the right. Now go in and 
get the last two crates. 


SENS», 2 aX. ry re 


e4e4 4 eee eee eee ee 


pee 
+g eee ; 
i De 1 


Now you've destroyed alll 
the crates. Go down, 
foward the automatic 
door, but bear left rather 
than going throughit. Now 
run toward the top of the 
screen and out across the 
double tracks. 


as long as you stay along- 


— side them. Theirgunscan’‘t 


reach youhere, anda well 


_ placed arrow will destroy 


them. 


_ These helicopters are 
heavily guarded, but 

—! they're easy to destroy. 
Tanks are no trouble at all - 


The best way to blow up 
the crates Is fo stop in the 
doorway, sweeping your 
gunfire back and forth 
across the ammo. You'll 
soon be rewarded with a 
massive explosion. 


with missiles, go right, then 
take the first opening to- 
ward the top of the screen. 
Afterward, retrace your 
steps and go back across 
the tracks. 


To escape, you'll have to 
destroy a few helicopters. 
Use bombs, and watch 
those guards! 


You don’t have to get 


them all, but it’s fun to try. 
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When you get past the heli- 
port,don '‘trush around this 
corner — a tank is waiting. 
Hug the wall and sneak 
around ff. 


Two gunships face you in this 
bonus stage. Wait until they 
duck behind the building at 
the right, then shoot just as 
they come back info view. 


Keep going left. Use the 
walls as cover, just as you 
did in the prison camp. 


As you run up the long 
courtyard, you'll have to 
destroy a few tanks, Just 
slip next to them, get an 
arrow ready, and roast 
“em. 


The final mission. Every- 
thing is at stake now. Either 
you ll rescue Trautman or 
die trying. 


You'll come to a dead 
end, but dont panic. If 
you drop a couple of 
bombs in the lower right 


corner, a shortcut will 


appecr. 
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There's still one more 
obstacle — well, make 
that two. Between the 
tank and helicopter, 
you 'llbe pinned down 
Dy gunfire. Use the r\ 


rocks as cover and W 
blast the helicopter. 


You'll kill two birds with _>\S\. 
one stone. ne , 
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Blast this transformer with 
a flaming arrow, then run 
left. 


As you pass these guns, 
don't try to do anything 
but survive. Keep your gun 
blazing, and drop bombs 


to stop anyone who gets 
behind you. 
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Once you've fought your 
way through the winding 
maze, you llcome to aset 
of railroad tracks. Follow 
the tracks toward the top 
of the screen. 
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Here’show youcanmake _ 


quick work of the soldiers - 
that pour from the doors: 
Simply standin the left cor- 
ner, face the enemy, and 
shoot. You'llget every one 
of them, with no danger 
to yourself. | 


Rake the doorway with > 
gunfire as you enter. Don’t 
risk yourself by trying to go 
after every soldier. Just 
take care of the ones in. 
your way. You'll need to 


go left at the first opening. 


Finally, in the last cell on 
the left, you find the colo- 


nel. Blast the iron bars, and 
he’s free! | : 
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Rambo and Trautman 
are safe, and the two 
friends leave Afghani- 
stan. The war soon 
ends, but the people 
will always remember — 
the bravery of John 


Rambo, 
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I. seems the now-famous bar- ™ 
barian warrior, Rastan, isn’t ready 
to hang up his sword. Despite 
battling evil in adventures from 
the arcades to Nintendo and even 
to the Lynx, Rastan still has work 
to do. 

In Rastan Saga II, a gang of 
evil, supernatural creatures 
has stolen the Stone of the Wise 
from the people of Rastania. 
According to legend, whoever 
takes this stone to the top of 
the the temple called the 
Skyscraper will gain con- 3 
trol of the world. Only Rastan IN 

can stop the creatures from SN 


colorful graphics and 
nasty-looking enemies 
you've come to expect 
from the very popular 
Rastan games. Everything 
moves very smoothly, but 
nothing moves very fast — 
it’s as though the characters 
were walking through mo- 
lasses. This gives the game 
an odd pace, a sort of slow 
and deliberate quality. But 
Rastan Saga II is, after all, a 
new Rastanadventure—and 
that alone should keep fans 
happy until the next time their 
champion takes up arms. 


reaching the top of the EN 
Skyscraper. KX ~~ Sy 
KX” 
Rastan Saga I KS NS 


is well-animated, * RS” 


. Taito, 390 Holbrook Drive, 
and boasts the same x Jeff Lundrigan 
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This two-handed sword has 
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Power-ups often appear 
when you defeat enemies. 


This lightning power-up is 
especially valuable. It in- 


creases your weapon’s 
range and the amount of 
damage it does. 


The lightning power-up also 
lets you reach monsters 
through walls. It’s a handy 
way to attack enemies 
without risking your own 
safety. 


a longer range and does a 
lot more damage than your 
first sword. Combined with 
lightning, it’s almost 
unstoppable. 


Once you 
have the 
t wo - 
handed 
sword, re- 
sist the 


urge to ire Saaxenawe’ .— ve LIFE Seesenesa. | Tine 189 LEVEL. © 


pick up the 


other sword and shield symbols you'll Sometimes white crystals 
come upon — these power-ups give you appear after you've defeated 


the same weapons you started with. an enemy. The crystals re- 
store one unit of energy. 
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wena The only way to proceed here 
During atanet one, showers of bricks is to smash the blocks below 


sometimes fall from the sky. Hold you with a downward stroke. 


your weapon straight up to block 
them. 


The first boss is a nasty-looking alien ghoul-thing. As it 
approaches you, keep swinging. It parries your first attack, 
but your second blow will hit it — and it'll hit you back. Stand 
there and block its first swing, then leap over the boss before 
it can attack again. Repeat the procedure as often as 
necessary. 


In stage two you'll see a lot of 
these. They look like mutant 
armadillos, and they’re invul- 
nerable — just jump over 
them. 


bane. ~ 5 
Peary a : 


"IS 


Sat 


[Lal WY. 


Wathetite- 


e. 
ete Ov 
eoke + 


"i wu m 
. iP ei i 


e o Oe Py 


ae 


Sie ate a ie Ty da he te He ate Ne ‘d 
- we ~ 
® 


"> 


77 Par Par Wi 
rere 


_ J 
a 
* 
¥ 


av 


ae yg 


oilt 


Sar are? 


ft: ww 


» m 


=e & 
* 


Be a 
alm, ~ 
ite Ny, ~ 
Nig ite Mo, ite My 


i, te By, 4H, Ny ihe MeN i Hy By Fe Hi, Bye gee 8 - at 
iy, te Nyy Np its Nay fe Ne Ni Ny ie i ie Mi die Me saa 
ee nan tae a te 


5 rie ee ate 
os - amt . is ie - Pa Saad bad 4 , me a teh , wal we a —— 
rz nae g e ARES SERRA AC Ra, 


‘ i me ty, et 
pe Ny te 


mig . 
% A 
: ~ J 


sy BRE Ny, ie i ei, Si Ni Fist Sy te, 


” Se Ng Ny ie Nig Me Ng Me Ng Ome Ne PSN de Re ee 
~ at. ue ge dale Nay Si 


‘stag tea Leek ah eek ek ek dak Lek te 


pier)? 4s 


amma et 


‘aldialaiale 


ES oe Se Beta? S 


‘OretBrtOse' Be se ts 


Attack these ghosts as they 
move overhead, or turn and 
attack them from behind 
when they've passed. If you 
don't, they float behind you 
and attack when you're busy 
with something else. 


Take the high road across this platform. The ghoul is much 
easier to get by than the swords below, and it’s easier to jump 
to the next column from this position. Make sure you're not 
beneath the overhang when you jump. 


Lion- 

man has a 
habit of 
standing in 
one place 
and flailing 


away — keep clear and let him flail. When 
he stops, leap toward him and attack. If you 
hit him, he’lljump straight up off the screen, 
then try to drop down on top of you. Move 
before he lands, and attack again. 
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Even though you're halfway off the top of 
the screen, you'll be fine. Don’t try to leap 
to that ledge to your right — wait for the 
swords to pull back into the wall, then 
drop down to the rope. 


The multi-armed final boss is 
very quick with its shields. If 
you attack while standing, 
you'll be attacked in return. 
You can parry the blow, but 
you'll find the boss has an- 
other trick up its sleeve — 
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Put your shield up to fend off 
the ice lord and attack him 
from below — he’s big, but 
he’s not too tough. 


The elephant is heavily ar- 
mored, but the rider isn't. 
Attack high and fast — that 
sword the rider’s carrying has 
a long reach. 


the ability to summon spirit 
attack dogs. This is the top of 
the Skyscraper, Rastan. From 
here, there can be only vic- 
tory. Or defeat. 


Lisa M. Bouchey 
sega Genesis. Sega of America, 573 Forbes Bivd., 
south San Francisco, CA 94080 
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The search begins in a Bamboo 
_ Garden in the Ibaraki province of 

_ Japan. You'll face both the Omote 
ninja and Kabuto samurai, footmen 
1 the Neo Zeed army. 


The ninja dojo, or school, remained 
hidden for centuries in the impen- 
etrable mountains of Japan. It was 
the most intensive school of its kind, 
teaching the secrets of the ninja 
masters. 

You are Joe Musashi, student of 
the dojo and expertin the techniques 
of Shinobi. Only a handful of war- 
riors ever earn the rank of master 
ninja, and of these a select few con- 
tinue training to master Shinobi, the 
art of stealth. 

As Revenge of Shinobi begins, 


you ve just returned to the mountain 
hideaway from a long and danger- 
ous journey. But the dojo has been 


ransacked, and the ninja sensei, your 


beloved teacher, has been assassi- 
nated. 

You discover that the evil Neo 
Zeed organization is responsible, 
and that they’ve done this to warn 
you against meddling in their at- 
tempts to dominate the world. To 
emphasize the warning they’ ve kid- 


napped your beautiful friend, 
Naoko. 


Swearing toavenge your teacher 
and rescue Naoko, you set out to 
find the Neo Zeed. Naoko’s safety, 


and the safety of the world, are in 
your hands. 
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ok the one waits in the garden, 
too. A fierce animal, he can catch 
your shuriken in his teeth. 


Sy gy gee | «| : 


anaes 


sg AB 


area 
stig ST 


‘ 
F 
s 


Helpful items are hidden through- 
out the game,and your survival often 
depends on knowing where to find 
them. The small heart increases your 


life gauge by two bars, and the 


During asomersault jump, press the 
attack button to hurl eight shuriken 
at once. One of them will always fly 
straight toward the ground, ensur- 
ing a safe landing. 
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The Goa of Confaea | is full of 
dangerous traps, like these barri- 
cades of sharpened bamboo. They 
can pierce even your ninja cloak. 


shuriken symbol adds five throwing 
knives to your arsenal. 
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is the only way to To- 
kyo, the second inter- 
national district. 
Winged Karasu war- 
riors will try to knock 
you to your death. 
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The Kabuto samuraiswings 
a mighty sword. Use your 
speed to duck below his 
blade, then attack with 
shuriken. 


The mighty samurai Blue 
Lobster blocks your escape 
from the Ibaraki Province. 
Fight him from the ledge on 
the left side of the screen. 
Use somersault jumps and 
hurl shuriken down at him. 


Use Fushin magic to jump 
across the falling logs. This 
magic lets you leap higher 
and farther, and will last 
until the end of the scene. 
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This harmless-looking nun isn’t a threat until you turn 
your back on her. The instant you look away, she sheds 
her nun’s habit and reveals her true self — the knife- 
wielding Kasumi. 
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This building in the 
backstreet area of level two 
is taller than you might 
think. Press the jump button 
at the height of your leap to 
somersault to the roof. 
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Flower Dragon Gang 
members lay in wait for you 
in the backstreet. Defeat 
them with your lightning 
kicks and deadly shuriken. 
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Neo Zeed infantrymen keep 
watch atthe military basein 
district three. Stay on the 
opposite side of the fence 
until you’re near your en- 
emies, thenattack them with 
a somersault leap. 
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You'll have to move carefully a 
Keep an eye on the plane’s doors — you'll be sucked out 
if you’re too close when they open. 
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In the confusion of the Bistro’s strobe lights, you'll face 
the Shadow Dancer. After you beat the light images of 
the enemy, you'll face a dark, dangerous shadow. 


7 eA! 
Flamethrowers and vicious 
attack dogs patrol the air- 
port compound. Leap the 
fence and attack them with 
a barrage of shuriken. 
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Avoid the laser beams, then rush in and attack the 
Computer Vault’s brain when it’s exposed. You'll have to 
hit the tough glass case that protects the brain several 
times to destroy it. 


eee ious —a ——— in the Be sure to open the crates you find Engine blocks and aoe ohana 
heart of Detroit. The crushed cars —the weapons inside may help you from the ceiling in the motor mill. If 
and engine blocks hide many dan- _ stay alive. If you grab a large heart, you're not careful, you'll end up in 
gers. your life bar will be restored to full this melting vat. 

strength. 


These flame iets are de- 
signed to melt steel in a 
matter of minutes. Your 


ninja magic won't protect 
you from heat like this. 


You'll encounter the Master 


Attacker in the side yard. 

He’s mad enough to spit 

nails, and strong enough to 

hurljunkedcarsatyou.Stay (Lo sah i 

above him, and attack when The rat scene in district five is the Laser ‘Scraper. 

he’s empty-handed. Watch out for the laser beams that fire from all direc- 
| tions. 
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on top oF a Spee 
-isnoplacetoplay,especially truck. Destroy the — 
with Kasumi enemies. glowing red bulb with _ 
hanging around. knives or well-placed 
_ kicks. 
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Gang fighters in Chinatown 
will greet you with light- 
ning-fast kicks and lethal 
nunchaku. Fight back with 
your arsenal of ninja tricks 
_ — you've come too far to be 
| scared off now. 
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pider-man makes a cameo appear- 
ance in The Revenge of Shinobi. Is 
Spidey somehow connected with the 
Neo Zeed? You don’t have time to 
— rrt—~—SSCS 


Just when you think you've beaten the web-slinger, 
this winged crusader shows up. 


e forces are waiting for you as you approach 
stronghold. In the breakwater of New York 


With enemies popping up everywhere, you may need 

| the advantage of some ninjitsu magic. Use Fushin, the 

‘bor, you'll face ninjas and machine gunners. Art of Floating, to help with the long leaps between 
| | Css vessels. 


bomb, back away quickly. It will 
explode soon. 


The final district — the 
Marine Stronghold. Throughout the 
scene, stay in a crouched position to 


avoid the spotlights. 


You’ve reached the Inner Sanctum 
and the terrified Naoko. Hurl your 
shuriken into the hole at the left of 
the screen to slow the falling ceiling, 
and prepare yourself for your 
toughest battle. 
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In the cargo hold of the Neo Zeed ship, you'll run 
across a flame-spewing Godzilla. The best way to 
eliminate this beast is to use the Mijin jitsu, or Art of 
Pulverizing. You become a human explosion, dam- 
aging everything on the screen. Unfortunately, it also 
takes your life, so make sure you have another before 
calling on this power. 
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The cellar maze is the last scene before your final 
battle. Marked doors lead to secret passages and short- 
cuts. Use them to escape your enemies. 


The Boss is vulnerable only when 
his hair isn’t covering his body. As 
he slings his hair and reveals his 
body, hurl shuriken at him. This will 
weaken him, but you'll have to use 
magic to finish him. 


149 


There was a time when the gods 
walked among men. The gods 
protected the mortals, who 
showed their thanks by kneeling 
before images in temples. These 
were the days when men looked 
up at the stars, and saw the faces 
of their gods in the constellations. 

But as time passed, mankind 
suffered a gradual moral decline. 
Ashura, King of the Evil World, 
secretly revelled as men grew 
farther and farther away from 
their gods. Then one day, when it 
seemed that mankind felt no need 
for protection, Ashura unleashed 


STRATEGY 


Richard Lashley 


his evil legions on the Earth’s de- 
caying civilization. 

Seeing man’s new pain, many of 
the gods said “Let them suffer! After 
all, they thought they had no need 
for us!” But Hyprion, the greatest 
god of all, refused to abandon his 
mortal children. He found four 
worthy humans, all martial arts ex- 
perts, and endowed them with great 
powers. These four would be man’s 
only hope. 

Shadow Blasters takes you into 
this mythical world of good and evil, 
of gods and men. As you face 
Ashura’s demonicarmy, you'll have 
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tomakesome tough choices. Your 
four warriors have individual 
strengths, and each performs best 
in a different area of the game. 
You must learn how to utilize 
each warrior’s skills wisely, and 
you must take care not to lose any 
of them. You can face the enemy 
alone, or team up with a friend in 
the two-player mode. Either way, 
you must take the same message 
to Ashura: destruction. 


Sage’s Creation, 12062 Valley 


View, Suite 250, Garden Grove, 
CA 92645 
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Samurai Warriors and more leaping / a : reps ee 


trees suddenly attack from every- 
where. Although they're easy to kill, 
they're fast. If you don’t wipe them 
out quickly, they'll overwhelm you. 


The pounding fists and furious breath 
of Skeltar guard the exit from the 
Mountain stage. Stand below the 
face and followit as it moves, blasting 
it as often as you can. 


As you ES the water- 
front, shrieking bats stream 
down from the warehouse’s 
dusty rafters. Horatio’s Fire 
Dragon shots make short 
work of the bats. 


these weather-beaten warehouses mark the Harbor usaue As 
Marco picks his way through this creepy scenery, he discovers 
a much-needed life icon after defeating a harbor thug. it's best 
to use weak warriors at the beginning of a stage, when the 
going is easy and the power-ups are plentiful. 
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When he melts back tothe ground, leapoverthe § part of the game, you may be in trouble. 
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The rising 
pattern of 
Miarco’s shots 
works well in 
this multilevel 
nightmare. 
Watch the 
fire-circled 


ws 


heads — if you only wound the heads, the fire 
rings will come after you. 


The cave’s 
ceilings are 
thick with 
these drip- 
ping, worm- 
like crea- 


be Fe 


Death eile m ane 
Fi re with as muc 


tures. They can drain your life quickly if they touch 


you. 


Your 
person 
crusade 


against 


Ashura is 
nearing its 


end as you ascend into the Heavenly World 


stage. The 


pace is fast, and the enemies 


are tough. Hold your attack button, ready 


to release full-power shots 
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The mighty Wortan is Ashura’s 
last line. of defense, and for a 
good reason, too. Wo rtan is the 
pride of Ashura’s legions. The 
best strategy is to use Horatios 
and Leo’s full-power blows to 
hammer his mid-section, then 
move. 


the evil Ashura. is still alive. Unie 


Hyprion, your benevolent soviet. pre 


f valor during the 
Howe 


you for your acts o 
crusade against Ash ura. 
war has just begun 
must face Ashura 
good versus evil. 
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an expert in Kendo, uses his skills to conquer the 


weak 


collide head-on ‘in 


ened Wortan. 


Their battle 
in the stars 
quickly heats 
up to a Super- 
nova . level. 
Good and bad 


an immortal brawl, as 


Fyprion's skills in martial arts and magic are 


1. Now, Hyprion | hirr 


se Boy inne the ultimate test 


— Ashura, 


STRATEGY | 


After his climactic battle against the 
Neo Zeed, Joe Musashi was scarred 
and tired. He returned to his home- 
land to clear his mind and give his 
body time to recover. But while 
Musashi, the man known as the 
Shinobi, rested in his far-away re- 
treat, trouble was brewing in New 
York City. 

A new terrorist organization 
calling itself the Union Lizard had 
moved into the city. Its methods were 
bold and brutal. In one instance, its 
members took schoolchildren hos- 
tage to gain an advantage over the 
authorities. This angered a young 
man named Kato, a former student 
of Joe Musashi. Kato went to rescue 
the children. When the Shinobi 
learned of Kato’s heroism in oppos- 


In stage 1-1 the downtown 
area is ablaze with ninja 


terrorism. This manhole will 
erupt in a pillar of fire when 
you come near it, so back 
| off and give it a moment to 

cool down. 
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Yamato, your faithful dog, 
serves two purposes. He 
warns you of an approach- 
ing enemy by barking, and 
he attacks and holds an 


enemy until you can close 
in. | 


FT OF SHINOBI 


ing the Union Lizard, he rushed to 
New York to help his friend. By the 
time he arrived, though, it was too 
late. The Union Lizard had disap- 
peared, and Kato was mortally 
wounded. 

Joe Musashi was filled with grief 
and rage. Once again, a friend had 
been taken from him. He vowed to 
avenge Kato’s death and, accompa- 
nied by Kato’s dog Yamato, jour- 
neyed into the heart of Union Lizard 
territory. 

Now Shinobi embarks on his 
most dangerous mission ever — for 
the city, for his lost friend, and for 
revenge. 


Sega of America, 573 Forbes Blvd., 
South San Francisco, CA 94080 


2, the city is a 
disaster area. At the begin- 
ning of the stage buildings 


| will crumble, dropping tons 


of rock on you. 


rr. 


The warrior on the bottom right often 
guards the hostages. He has two shields 
to sling as weapons and to protect against 
attacks. He is vulnerable when he throws 
one of his shields. Have Yamato hold him 
still while you finish him off. 


Again, keep an eye open for 
falling debris. You can dodge 
the blocks by stepping be- 
tween them, or by leaping 
to the level above you. 
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The enemy aide of stage 1-3 is known as 
“The Stomper.” He crumbles buildings around 
you with his earth-shaking stomps, then 
tries to fry you with his scorching breath. 


Focus your attacks on his head while danc- 


Near the middle of the stage, the buil 
ings start to crack in half. When the 

# screen begins to shake and you hear a 
‘rumbling noise, quickly take to the air to 
avoid falling into the chasm. 
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The last hostage of 1-2 is heavily 
guarded. Climb to the level above 
the hostage and his guards, then 
jump down from behind. Quickly 
attack the soldier with your 
sword, then proceed tothe shield 
warrior without delay. 


ing in and out of the falling boulders and 
crawling under his flames. If you get in a 
pinch, use your ninja magic — it will destroy 
his boulders and fire, and cost him two 
points in damage. 
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In stage 2-1, “Batt y, you 
are introduced to some of the deadliest 
enemies in the game — evil ninja assas- 
sins. The blue variety will only run at you, | 
so aim for their legs with your shuriken. 
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Near the end of 2-1 you 


iadet 


red are expert swordsmen. 
At first they'll sit perfectly 
still, deflecting your 
shuriken with ease. When 
you get closer to them, they 


= make the mistake of 
| charging you with their 


meet the red variety of ninja 


assassin. He will become gg. 


your most challenging en- 
emy, due to his uncanny 
swordsmanship and great 
leaping ability. 
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From -2 you're 
accosted by ninjas, often 
four or five at a time. Hit 


| fast to reduce their num- 


bers early, and always 
watch the red ninjas — 
they'll try to jump on you. 
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cri ae 
When you reach this point, 
stand still and pick the en- 
emies off as they come over 
the crate. When you've 
taken care of them, send 


Yamato ahead to make sure 


@ it’s safe before proceeding. 


» ial 


Just past the crate is a 
spot where you'll probably 
have to use your ninja 
magic. You are attacked by 
three to four ninjas, as well 


as soldiers. Be sure to wait — 


until they’re all on-screen, 


| then let ‘em have it. 
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thee enemy aides in 2- 3i is called * ‘Mirage” because you never 
know where he will appear next. He teleports around the 
room constantly, pausing only to reach out and crush you. As 
soon as his face begins to appear, move as far away as 
possible. He won't be able to stretch his arms far enough to 


harm you, and you can take shots at his head before he 
disappears again. 


Just halen you anit the 
exit in 2-2, a red ninja will 
appear before it. Be careful 
not to be caught unaware 
by his ambush, or you'll end 
up back at the beginning of 
the stage. 


ahaa you a Peas over thie ¢ crate, two green 


At the outset of stage 3-1, you'll have to 


contend with a couple of these enemies 
who curl into a ball and charge at you. 
Wait until the moment the enemy stops 
spinning, then sick Yamato on him. 


ninjas will drop down behind you. They 
aren’t very challenging foes, but their 
angle of attack gives them an advantage. 
After slashing the enemy in front, quickly 
whirl around and attack as they come 


you jump up to this 


floor, you'll find yourself | 


surrounded by enemy 
henchmen. Attack the sol- 
dier on the right, then hop 
back down to the level be- 
low. Leap back up, close to 


= the shield warrior on the 
left. 


over the crate. 


| This hostage is used as bait 


to trap you in the corner as 
two ninjas blitzkrieg you 
from the shadows. If you 
haven't used your ninja 
magic yet, now is as good a 
time as any. 
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| The last binetaniei in stede 3. | 


1 is well-guarded. Leap up 
next to the soldier on the 
left and use your sword 
before he can fire a shot. 


| The shield warrior will at- 


§ tack, so be ready to move. 
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Just before you reach the 
exit in 3-1, ninjas pop out 


| from everywhere in a last- 
ditch effort to stop you. 


You should proceed slowly 
when you get close to the 
exit — this way you'll only 
trigger one attack ata time. 


Stage 3-2 is snark. but lie 
as hard as the other stages. 
Occasionally, this attack 
chopper will pay you a visit 
and welcome you with its 
§ machine guns. You won't 

be hurt if you leap through 


At about the time you’re 
passing Lady Liberty's head, 
four red ninja ambush you. 
Even worse, the chopper 
returns. Take the fight to 


| the right side so you can 


The last enemies of 3-2 
attack when you reach the 
statue's torch. You should 
Save your ninja magic 
throughout the stage so 
that you can unleash it here. 


the bullets’ line of fire. gun fire. 
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The enemy aide in 3-3 is called Blade for 
a reason — she has a fondness for 
circular-saw blades. She’s vulnerable just 
as she begins to toss her blade — concen- 
, trate your shots at her head. 


| jump left over the machine- 


Since this shield warrior in 
4-1 doesn’t want you to 
come any closer, send 
Yamato to greet him. While 
they're busy saying their 
hellos, slip in a few well- 
placed shuriken. 


When you ve the top of the stairs, J After you rescue the last hostage in stage 

you'll meet many enemies. Run up and @32 4-1, you'll find yourself trapped as red 

grab the hostage, stopping just in front of ninjas fly in from both sides. Leap to the 

the shield warrior to unleash your magic. Be right and kick the ninjas in midair, then 
, | | see head for the exit. 


The enemies in penile 4-2 
forgot to pay their light bill 
— and that’s bad news for 
you. It’s easy to lose track 


| Red ninjas are a real prob- 


lem in this dark stage. Lure 
them into the light, where 
you're on equal terms. 


of the opposition in the 
shadows, so let Yamato 
sniff out ambushes. 
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The Wheel of Fire awaits you at the cave’s exit in 4-3. It’s easy Stage five is without a doubt 
once you learn its pattern. It flies circles around you, the most challenging stage 
occasionally stopping to hurl fire across the screen. Jump up — and the longest. It’s di- 
and shoot the moment it stops moving. When you've got it vided into 5 rooms, each | 
down to its last two hit points, finish it off with the tornado guarded by its own unique 
magic. set of bad guys. The first 
room contains snipers. 
Yamato loves combat in 
| situations like this, so use 
s him to his full potential. 


The three stooges guard- 
ing the exit usually fire in 
order. As the one nearest 
the door shoots his third 
bullet, send in Yamato to 
create some confusion. 
Quickly deliver three 
knockout blows and pro- 
ceed to room 2. 


When you walk between 


these two crates, several 


enemies will drop down 
around you. Cut the ones 
on the left with your sword 
just before they hit the 
ground, then whip around 
to the ones on the right. 
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In this trench you'll be as- 
| saulted by a number of en- 
emies. Just stand still and 
swing your sword as the 
# enemies pile in from above. 
» Your courageous efforts will 
earn you an extra life. 
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The creatures will try to trap you bebiaan 
these two crates. Move out from under- 
neath their attack and chop them all with 
your sword. The ones on the left will leave 


you a one-up. 


Pachx zs $y 
At the exit you'll be bat- 
tered by repeated charges. 
Duck down with your back 
to the bottom crate, and 
slash away with your sword. 


Room 3 is filled with green 
creatures who attack by 
leaping on you. Run right 
without stopping until you § 
reach the crates, then turn 
around and attack all the 
enemies that you triggered. 


As usual, security is Fiatiny sroune the 
exit. The only sure way to survive this 
attack is with ninja magic, although if 
youre quick with the controller you might 


try crawling to the right while swinging 


your sword. 


Room number four is the toughest of 
them all. It houses the notorious red, 
blue, and yellow ninjas who have caused 
you so much grief. Pay close attention to 
their attack patterns. 


In room five you meet a new variety of ninjas 
— the gray ones. It’s difficult to predict how 
they'll attack because the ones that leap and 
the ones that charge aren't colored differ- 
ently. Near the door two of them will rush 
you. Dash forward to meet them in midair 
with a jump kick. 


Pe ee, Sey a ae ee = 
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At last — face to 


When you rescue the hostage sitting on 
the middle crate, ninjas will slither out 
from everywhere. Immediately leap to the 
right and bounce off of the blue ninja 
that’s standing there. You should land on 
top of the stack of crates, where you'll 
attract even more ninjas. Now sweep 
them all away with ninja magic. 


Once you reach the door, 
you'll be overcome by more 
ninjas than ever before, and 
they each take three hits to 
kill. The only possible way 
out of this is with magic. 
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face with the Union Lizard bindeelt Don't 


expect a fair fight. He'll use every ninja at his disposal to put 
an abrupt end to your quest. After a few ninja attacks, he'll 
drown the room with fire. At this moment his weak spot is 
revealed — a small orb located at his neck. Make each shot 
count, and avenge Kato’s death once and for all! 


'- Earth has become.the prime target 


for Conquest by. a ruthless alien 


megalomaniac..After years of care- 
fully planning his invasion, Grarid 
‘Master Meio has struck. First the 
humble country of Kazafu fell. Not 
~long after, the rest.of the-planet 
succumbed to Meio’s creatures of 
destruction. All but the tiny island 
of Moralos, wheré the Striders are 
trained. 

The Striders are Earth’ final line 
of defenseya secret army of martial 
arts-experts. As Hiryu, an A-Class 
Strider, youemust pick up. Meio’s 
trail in the capital city of Kazafu, 


ic en nO. AeA. Time. 4 223. 


BECAUSE STEALTH IS THE 
WAY OF THE STRIDER. 
HIRYU SILENTLY GLIDES 


INTO THE CAPITAL CITY 
OF KAZAFU. THIS WILL BE 
THE LAST PEACE OUR 
HERO WILL EXPERIENCE 
FOR QUITE AWHILE. 
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SOORE- "256 &-A TIME 1:24 See 


TRAVERSING THE WALLS 


AND ROOFTOPS OF THE 


CITY IS AN EXERCISE IN 
NONSTOP ACTION. 
MOSQUEMEN, RASCALS, 
AND SOLDIERS WILL DOG 
YOUR EVERY STEP. 
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then Se your way 1y through some”) 
of the-most inhospitable regions on’ 


—éarth until-you finally comeface to 


face with Méioon board hisi invasion 


controlyspace statioh, the Third ¢ 


Moon. The earth’s surface is strewn 
with Meio’s fantastie-creatures, so « 
reaching the Grand Master won’tbe 
easy. In fact, your adventure will 
require every weapon and fighting 
technique you possess — ana more 
than 4 little luck. : 


Sega of America, 573 Forbes Blvd., 
South San FranciscoyCA 94080< 


ATTACKS FROM MORE 
THAN ONE DIRECTION ARE 
COMMON, SO YOU’LL 
WANT TO ACQUIRE THE 
HELP OF SOME OF YOUR 
ROBOT FRIENDS AS SOON 
AS POSSIBLE. THE WHIR- 
RING MOSQUEMEN OF- 
TEN CARRY ROBOTS IN- 
SIDE ITEM CONTAINERS. 


HW@4,1T IS STRIOER HIRYU. 


HE WILL NEVER LEAVE EURASIA ALIVE. 


ITS OBVIOUS THROUGHOUT YOUR 
ADVENTURE THAT THE DECK IS 
STACKED AGAINST YOU. TRUST IN 
YOUR UNIQUE ABILITIES AS A 
STRIDER, AND VICTORY WILL BE 


: YOU'LL HAVE TO CROUCH TO TAKE 
m OUT THESE STARVING SIBERIAN 


WOLVES. KEEP MOVING TO THE 
RIGHT, AND BE SURE TO GRAB 


SS THAT ITEM CONTAINER. 
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-THE MECHANIZED APE 
‘MECHA PON IS ONE TOUGH 
CUSTOMER. YOU MUST GET 


IN CLOSE AND ATTACK WITH § 


AS MUCH SPEED AS YOU 
CAN. LEAP CLEAR OF THE 
a2 =EXPLOSION WHEN YOU FI- 
= NALLY BEAT THE APE. 


5 EACH OF THE 
PLATFORMS 


me ON THE WHEEL 


HOLDSANITEM ga 
CONTAINER. ~ 
YOU’RE GOING 

TO NEED A LOT 


| OF STRENGTH 


VERY SOON, SO 


BE SURE TO GRAB EVERY ITEM YOU CAN . 7 


» REACH. 


* 
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NOW YOU MUST MAKE 
YOUR WAY UP THIS SHAFT. 
YOU CAN EITHER TRY TO 
PICK OFF THE WALL CREEP- 
ERS OR SIMPLY VAULT OVER 


5 THEM. 


— 


: ALL SEEMS QUIET AT THE 
TOP OF THE SHAFT — BUT § 


JUST A FEW SHORT STEPS 
AWAY, BLISTERING SNIPER 
FIRE AWAITS. STAY TO THE 


| LEFT UNTIL YOU GET A SHOT 


AT YOUR ATTACKER. 


OPENING 

AN ITEM 
CONTAIN- 
ER IS ONLY 
HALF THE 
PROBLEM. 
YOU MUST 
LEAP ONTO 
THE PLAT- 


FORMS FROM ABOVE, OR RISK BEING 
CRUSHED BENEATH THEM. 


CLIMB THE STAIRCASE, 
HAND OVER HAND FROM 


BENEATH, UNTIL YOU REACH . 
THE PLATFORM ABOVE. ONCE YOU'VE DEFEATED 


SOLO, ONE OF MEIO’S EVIL fm SULO, YOU MUST RUN AS 


QUICKLY AS YOU CAN 
HENCHMEN, AWAITS YOU. DOWN THIS STEEP SLOPE. 


IF YOU GO TOO SLOWLY, YOU’LL BE INJURED BY LAND 
MINES. YOU ALSO MUST PICK UP ENOUGH SPEED TO 


MAKE THE JUMP ACROSS THIS CHASM. 


SRC: THE AM- 
Se PERAGE 
, AROUND * 
THESE 
TRANS- 


FORM- 
YOU WON'T FIND MUCH RE- * ERS Is 


SISTANCE ON THE OTHER | |= ENOUGH 
SIDE OF THE CHASM, AND TO TURN 


FOR GOOD REASON. YOU’RE BRAVE HIRYU INTO A CRISPY CRITTER. YOU 
APPROACHING AN AREA = MUST LEAP FROM PLATFORM TO PLATFORM, 
OF DEADLY ELECTRICAL | DESTROYING THE MENACING FROG DROIDS, 
TRANS FORMERS. | UNTIL YOU REACH THE TOP. 


i 
: 
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-4 TIME 1:03 


AT THE TOP OF THIS 
STRUCTURE, WAIT 
FOR ONE OF MEIO’S 
SHUTTLES. AS IT 
CRUISES OVERHEAD, 
LEAP ONTO IT AND 
HITCH A RIDE. 
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BE VERY | 
CAREFUL | 
AS YOU | 
VAULT 
OVER 
THESE 
TURBINE 


AFTER TAKING OUT THE SHUTTLE PILOT, . EACH ONE CAN Is POWERFUL ENOUGH 


KEEP RIDING UNTIL YOU MEET ANOTHER 

SHUTTLE, THEN MAKE THE TRANSFER. wee ee 
YOU MUST LEAP TO EACH SHUTTLE 3 
THAT PASSES OVERHEAD UNTIL YOU | 
REACH THE BATTLE CRUISER. — 


S550 2-4 TIME O:42 


THE BEST 
WAY TO. 
ELIMINATE | 
THIS CAN- | 
NON IS TO | 


HANG BY | ce ) : at ae 
THE PLAT- © S : THE KUNIANG GUARDS ARE QUICK, 


FORM EDGE A: | BUT THEY CAN BE OUTMANEU- 


VERED. WAIT UNTIL THE GUARD 
AND INGE CLOSER 70 THE OUN EM: MOVES TO THE FAR LEFT EDGE OF 


PLACEMENT, ALL THE WHILE USING YOUR THE PLATFORM. THEN GET BEHIND 
PLASMA SWORD. HER AND ATTACK. 


YOU IDIOT! 
RE CONTROL THE WORLD AS LONG AS 


THERE IS THE FLYING BATTLESHIP 


ONCE YOU'VE 
BATTLED Ma “cs: 
YOUR WAY : 
THROUGH 

THE GUARDS. 

YOU MUST 


THE. PILOT. (THIS SOUNDS LIKE A DARE 


: — AND A STRIDER NEVER 
: = MAN aeea LETS A DARE GO UNAN- 
"THE CRUISER. SWERED. 
YOU'LL NEED IT TO OVERTAKE THE FLYING FORTRESS, THE 
BALLOG. 


ae) 


THIS ELIMINATOR CANNON IS : JUST an 
A BIT HARDER TO DESTROY. USE [iueees 
THE ROBO-PANTHER TO TAKECARE =. 
OF ANY LESSER ENEMIES, WHILE. | 
YOU GO TO WORK ON THE BASE OF. 

THE Stokely WITH YOUR PLASMA . 

SWORD. | 


THE SMALLER CANNON ARE NO 
PROBLEM. JUST STAY LOW AND 
SWING AWAY AT THE BASE OF 
THE GUN. KEEP AN EYE OUT FOR 
ANY GUARDS THAT MIGHT AP- 
PROACH. 


= (OF= F230 
SCORE- 253 


m BE SURE TO ___ Hil lags 04 ee | 
® MAKE YOUR Spec ar : 
™ WAYTOTHE Spa! are - 


Me) WISE USE OF THE CONVEYOR [A vepy 59 ee / 
BELTS NOT ONLY GETS YOU | TOM OF THE ae 
THROUGH THE INNER AREAS OF sop dr ottranes , 
THE BALLOG QUICKLY. BUT WILL J] HOLD. YOU'LL FIND AN INVINCIBILITY ITEM THAT jf 
ATTACK THE BALLOG CREW. gm CAN HELP YOU GET THROUGH THE NEXT FEW 9 


deat mares 
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THESE EROG ROBOTS | ii eeeixedieidl | AS THE WALLS CLOSE TO- 


GUARD THEONLY PASSAGE joe ea HEARING . 
THE BEST WAY AROUND THE BACK AND FORTH AS YOU | 
ON TO THE NEXT STAGE, SO § FROGS IS TO LEAP UPONTO | clip. THIS WAY YOU'LL | 


YOU'LL HAVE TO MOVE 
THE WALLS AND CLIMB 
wasasdantntel AWAY FROM THEM. MOVE FASTER. 


YOU MUST HEAD DOWN- 


= WARD ONCE AGAIN. THE 


s PLATFORMS TO THE RIGHT 


5 ARE BOOBY-TRAPPED WITH 


s FAST-MOVING CATAPULTS. 
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. THE GIANT ANTIGRAVITY UNIT II INSIDE 

THIS CHAMBER KEEPS THE BALLOG IN 
S THE AIR. YOU MUST LEAP INTO ORBIT 
s AROUND IT TO DESTROY IT. 


WHEN YOU'VE DESTROYED 


THE GIANT CONTROL MECH- 


ANISM, A PASSAGEWAY 
WILL OPEN UP AT THE BOT- 
TOM OF THE CHAMBER. LEAP 
CLEANLY THROUGH THE 


5 OPENING— YOU DON'T HAVE | 


A MOMENT TO SPARE. 


1) 


AN 
if fF ; hi 


THIS CHAMBER IS ONE AREA 
YOU'LL WANT TO GET 


| THROUGH AS QUICKLY AS 


POSSIBLE. TRY SWINGING 
FROM THE CEILING TO AVOID 
MOST OF THE BALLOG’S 
CREWMEN, BUT DON’T FOR- 
GET ABOUT THOSE LASER 
EMPLACEMENTS. 


FACE THE 
ANTIGRAV- 
ITY UNIT AT 
ALL TIMES, 
SWINGING 
YOUR PLAS- 
MA SWORD 
AT THE MA- 
CHINE. BE 


34505. “i-4 Fite : 


USING THIS BEAM AS A 


HANDRAIL, MAKE YOUR 
WAY SWIFTLY TOWARD THE 
REAR OF THE BALLOG. A 


FIRESTORM IS RUSHING AF- | 


TER YOU FROM THE EXPLO- 
SION OF THE ANTIGRAVITY 


UNIT.” 


YOU MUST PASS THROUGH && 


A GRAVITY-INVERSION TUN- 
NEL ON YOUR WAY TO THE 
BALLOG’S MAIN. CONTROL 
CHAMBER. DON’T LET THE 
FEELING OF BEING UPSIDE 
DOWN INTERFERE WITH 
YOUR MISSION. 


CAREFUL NOT TO TOUCH THE EXPLOSIVE (ee 
SATELLITES THAT WHIRL AROUND YOU. ie 


A NUMBER OF THE BAL- 
LOG’S CREWMEN ATTACK 
AS YOU SWING ONTO THIS 
DECK. YOU MUST GET PAST 
THEM AND LEAP ONTO THE 
SHUTTLE WITH CAPTAIN 
BEARD, JR. IF HE ESCAPES, 
YOU'LL NEVER REACH MEIO. 


i HAVE YOU NOW, 


i WILL SHOW YOU THAT | CONTROL THE 
WORLD. 


THE GRAND MASTER DIDN'T 
THINK YOU’D MAKE IT THIS 
FAR. BUT HE’S CONFIDENT 
| THAT YOU WON'T MAKE IT 
THROUGH THE DENSE 
= JUNGLES OF THE AMAZON 


SCORE- A7200 2-4 TIME 0:5) gee 
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THE AMAZONS ON THESE TREE 
PLATFORMS WIELD DEADLY AXES 
AND ARE WELL-TRAINED IN THE 
MARTIAL ARTS. THEIR MOST 
DEADLY WEAPON IS THE KILLER 


BOOMERANG. 


YOU'LL BE LONG GONE BE. 
FORE THIS GENTLE BRONTO- 
SAURUS EVEN REALIZES 
YOU'RE USING ITS BACK AS 
A STAIRWAY. LEAP FROM 
HIM TO HIS FRIEND, THEN 
ONTO THE TREE LIMB NEAR 
THE SECOND BRONTO- 
SAUR’S HEAD. 


THIS INCLINE AT THE OTHER 
SIDE OF THE FIRST VALLEY 
WON'T HOLD YOUR WEIGHT. 
STEP ON IT, THEN BACK OFF 
AS IT BEGINS TO CRUMBLE. 
NOW LEAP TO THE ROCK 
WALL AND CLIMB UP. 


THE TRICER- 
ATOPS AP- 
PEARS FERO- 
ClOUS AND 
FORMIDA- 
BLE, BUT IT 
WON'T INITI- 


THOUGH, 


IN THE VINES AND BRAN- 
CHES OF THIS TREE, YOU'LL 
BE VISITED BY MOSQUEMEN 
BEARING GIFTS. GRAB EV- 
ERYTHING YOU CAN. 


ATE AN ATTACK. YOU’LL WANT TO AVOID IT, 
SINCE ITS TOUCH IS DANGEROUS TO 


EVEN THE TOUGHEST STRIDER. 


THE Laco- ROBOT Is AS 
DANGEROUS AS IT LOOKS. 
FROM THIS LIMB YOU CAN 
CONCENTRATE YOUR AT- 
TACK ON ITS HEAD. WATCH 
OUT FOR ITS RAZOR-SHARP 
FORELEGS. 


THE OPPOSITION REALLY 
HEATS UP AS YOU FINALLY 
BOARD MEIO’S COMMAND 
CENTER IN SPACE. THE 
GUARDS HERE ARE MORE 
HEAVILY ARMED THAN ANY 
YOU'VE FACED BEFORE. 


ONCE YOU’RE SAFELY PAST 
THE SATELLITE DISHES AND 
THEIR GUARDS, YOU'LL FACE 
A LONG AND NERVE-RACK- 
ING CLIMB THOUGH THESE 
DEADLY SPIKES. WATCH 
THEM UNTIL YOU'RE FAMIL- 
IAR WITH THEIR PATTERN. 


DON’T DROP ALL THE WA 
DOWN THIS PASSAGE. TAKE 
THIS SHAFT LEADING OFF TO 
THE RIGHT — AFTER CRACK- 


ING OPEN THAT ITEM CON- 
TAINER. 


SCORE- 


THE SPACE STATION CON- 
TAINS A NERVE CENTER 
SIMILAR TO THE ONE ON THE 
BALLOG, ALTHOUGH THE 
CENTRAL MACHINE SEEMS 
TO HAVE A FEW MORE OR- 
BITING SENTRIES. 


SCORE- 1600 2-4 TIME 1:29. gT- 
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DON’T WORRY TOO MUCH 
ABOUT THE TYRANNO- 
SAURUS REX BEHIND YOU. 


FOCUS ON THE MECHANL- : 


CAL APE, PUSHING FOR- 
WARD UNTIL IT’S DE- 
STROYED. AGAIN, GET AWAY 
FROM THE EXPLOSION. 


* Q 2-4 TIME 1:20 Sa 


1 SHALL RAISE THE CITY UPTO THE Sky 


WHEN YOU 
MEET UR- 
BOLOS, RIDE 
ITS BACK. IT 
WILL TAKE 
YOU RIGHT 
TO ITS MAS- 
TER, MEIO. 


USE THE SAME TACTICS YOU 
EMIPLOYED AGAINST THE 
BALLOG’S NERVE CENTER TO 
ATTACK THIS MACHINE. | 
KEEP MOVING AT ALL TIMES, 


CIRCLING AS YOU SWING 
YOUR PLASMA SWORD. 
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THAT FORELEG LOOKS AW- 
FULLY FAMILIAR: OBVI- 
OUSLY, THE LAGO ROBOT 
HAS A TWIN. EVERYTHING’S 
THE SAME, INCLUDING THE 
WAY TO DEFEAT IT. 


&,, 


THE SUPREME TOWER, AND 
A CONFRONTATION WITH 
GRAND MASTER MEIO HIM- 
SELF. NOW, HIRYU, YOU 
MUST TRULY PROVE YOUR- 
SELF! 


STRATEGY? EAT URE 


Hot on the heels of the smash hit 
Phantasy Star II comes Sword of Ver- 
milion, Sega’s second role-playing 
title for the Genesis. This latest game 
even manages to improve on the 
solid foundations of Sega’s past role- 
playing success. 

Sword of Vermilion uses a differ- 
ent combat system than other Sega 
RPGs. Instead of using a strategy 
screen like the one in Phantasy Star 
II, where you select fighting options 
and then watch as each player takes 


Lens 490% 


Vermilion 


Sword of || 


Chris Slate 


a turn, Sword of Vermilion employs 
an arcade-type system. You actually 
slug it out with the enemy, dodging 
and dealing blows as you would in 
an action game. 

Another very noticeable im- 


provement is the size and quality of 


the game’s graphics. The boss en- 
emies are huge, and the buildings in 
towns look more realistic than in 
other games. 

In Sword of Vermilion, your mis- 
sion is to find the 16 Rings of Power 


Kins 


Tsa@rkon of Cartézhens 
unieSshed his evil 


hordes upon the 


ceacetful 
Excaliabrisa. 


THE RUTHLESS 
TSARKON HAS 
COLLECTED THE 
EIGHT RINGS OF 
EVIL, AND WITH 
THEIR POWER HE 
NOW RULES THE 

ONCE-PEACEFUL 

LAND OF EXCALABRIA. 


land of 


Ce Thoush the peorlie of 


Excaiabria fousht 
m braveiyvs in the end 


BS they vere overwhelsec- 


and use them to defeat Tsarkon, a 
powerful wizard who has taken over 
your homeland of Excalabria. Dur- 
ing your adventure you'll explore 
deadly caves and visit many towns. 
Each town has a problem to solve. If 
you can help the villagers, you may 
be rewarded with one of the rings of 
power. 


Sega of America, 573 Forbes Blvd., 
South San Francisco, CA 94080 


@eTtaik Magic 
Itea Ecuic 


fYour father is 
22 feattins for vous 


BY TALKING TO SEVERAL 
OF THE VILLAGERS, 
DISCOVER THAT YOUR 
FATHER, BLADE, IS DYING. 


YOU 


@t4ik Masic 
item Eauio 
Str Seek 
GQoen Take 


I hid the Rings of Wisdom in 
& c&éve near the viltage- 
Gnis this ri eet vour sole 


WHEN YOU LEAVE YOUR FATHER’S HOUSE, 
ALL OF THE SHOPS ARE OPEN TO YOU. SINCE 
TRAVELING HAS BECOME SO DANGEROUS § 
UNDER TSARKON, IT’S A GOOD IDEA TO 


BLADE TELLS YOU MANY SHOCKING THINGS 
ABOUT YOURSELF AND THE FUTURE OF 
EXCALABRIA. HE ALSO SPEAKS OF A CAVE 
NEAR TOWN WHERE YOU’LL FIND YOUR SOLE 


| INHERITANCE — THE RING OF WISDOM. | 


What voutd you tike to buy? 
Is Candte Ok? 


INSIDE THE ITEMS SHOP YOU 
CAN BUY HERBS AND 
CANDLES. HERBS WILL HEAL 
ANY WOUNDS YOU SUFFER 
DURING BATTLE, AND 
CANDLES WILL LIGHT YOUR 
WAY THROUGH DARK CAVES 
AND DUNGEONS. 


| THELOCAL CHURCH OFFERS 
MANY SERVICES — FOR A 
SMALL DONATION. COME 
HERE IF YOU ARE POISONED 
OR CURSED, OR TO SAVE A 
GAME IN PROGRESS. 
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What vould vou tike to buy? 


THE ONLY WEAPON AVAIL- 
ABLE IN THE TOWN'S AR- 
MORY IS THE BRONZE 
SWORD. IF YOU CAN'T AF- 
FORD THE MORE EXPENSIVE 
SUITS OF ARMOR, LEAVE 


TOWN AND EARN MONEY § 


BY FIGHTING MONSTERS. 
ITS BETTER TO SAVE YOUR 
MONEY TO BUY QUALITY 
ITEMS THAN TO SQUANDER 
IT ON CHEAP ONES. 


SeaiThere’s 4 rin? in 4 cave 
res 4 


<q] Here’ s 3 wae to ae wou. 


YOU CAN GET MORE THAN 


» INFORMATION FROM THE § 
» TOWNSFOLK YOU MEET. 


THERE’S USUALLY SOMEONE 
IN EACH TOWN WITH A MAP 
THAT SHOWS YOU THE WAY 


| TO YOUR NEXT DESTINA- 


TION. 


STOCK UP ON WEAPONS AND SUPPLIES. 
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EVEN IF YOU’RE NOT HUN- 
GRY, VISIT RESTAURANTS 
WHENEVER YOU CAN. YOU 
CAN LEARN VALUABLE IN- 
FORMATION FROM THE 
PEOPLE DINING THERE. 
RESTAURANTS ARE MARK- 
ED BY A KNIFE AND FORK 
ABOVE THE DOOR. 
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| WHEN YOU LEAVE WYCLIF, 
| SOME OF THE FIRST MON- 


STERS TO ATTACK YOU ARE 
THESE BLUE SLIMES. BE- 
FORE YOU CAN USE ANY 
WEAPON IN YOUR INVEN- 
TORY, YOU MUST USE THE 
“EQUIP” COMMAND. THIS 
READIES THE WEAPON FOR 


| BATTLE. 
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ONCE INSIDE THE CAVE, LIGHT ONE OF 
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OF WYCLIF. IT’S A GOOD IDEA TO FIGHT | 
UNTIL YOU REACH EXPERIENCE LEVEL jf 
TWO BEFORE ENTERING THE CAVE. 
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AKE THE FIRST PASSAGE 


TO THE LEFT WHEN YOU | 


ENTER THE CAVE. AT THE 


END OF IT YOU'LL FIND THE | 


MAP IN A TREASURE CHEST. 
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YOUR CANDLES. YOU WON'T BE ABLE 


ANOLD MAN. FOR 18 YEARS, | 


HE HAS GUARDED THE RING 


THE ENTIRE CAVE WILL BE (ag 


REVEALED TO YOU. 
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STOP BY THE INN FOR A 
GOOD NIGHT’S SLEEP BE- 
FORE YOU LEAVE TOWN. ALL 
OF YOUR HEALTH AND 
MAGIC POINTS WILL BE RE- 
STORED. 
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SOMETIMES YOU'LL MEET 
MERCHANTS AND OTHER 
ADVENTURERS TRAVELLING 
THE ROADS BETWEEN CIT- 
IES. THEY MIGHT GIVE YOU 
INFORMATION ABOUT YOUR 
DESTINATION. 
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ON 
TRAVEL BACK TO WYCLIF. 


TO SEE VERY FAR, SO YOUR FIRST PRI- | 
ORITY SHOULD BE TO FIND THE CAVE 


ASK AROUND AND YOU’LL | 


FIND A MAP TO THE TOWN 
OF PARMA. BEFORE YOU 
MAKE THE TRIP, SAVE YOUR 
GAME AT THE CHURCH. 
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PARMA IS A LARGE CITY TO 
THE NORTH OF WYCLIF. IN 
PARMA YOU'LL FIND BET- 


TER WEAPONS AND SOME 
MORE-DETAILED INFORMA- 


5» TION ABOUT TSARKON. 
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FA lantern costs sore than 4 
candies but it fasts for 3s 
hions as wou're in a cave. 


YOU CAN BUY LANTERNS IN | 


PARMA’S ITEMS SHOP. UN- 
LIKE CANDLES, LANTERNS 
STAY LIT THE ENTIRE TIME 
YOU'RE IN A DUNGEON OR 
CAVE. SUCH CONVENIENCE, 


| HOWEVER, COMMANDS A {| 


HIGH PRICE. 


fA MaSic 
Itea Eauio 


= Return to ae vith 
=-|the Treasure of Troy: 
=-fand I* tt sive you es ring. 


THE KING OF PARMA HOLDS 


= THE SECOND RING, BUT HE 


WON'T GIVE IT TO JUST ANY- 
BODY. TO PROVE YOUR 
WORTHINESS, YOU MUST 
RETRIEVE THE TREASURE OF 
TROY FROM A NEARBY CAVE 
AND BRING IT TO THE KING. 
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find Deeodaie- 
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YOUR NEXT DESTINATION Is 
THE TOWN OF DEEPDALE. 
THE VILLAGERS IN WATLING 
CAN TELL YOU THE WAY. 


PARMAHAS A MAGIC SHOP, 


*# MARKED WITH THE CANE 


SIGN ABOVE THE DOOR. BUY 


| ASMANY MAGIC SPELLS AS 


YOU CAN — THEY CAN MEAN 
THE DIFFERENCE BETWEEN 
LIFE AND DEATH. 


THE CAVE IS TO THE RIGHT 
OF PARMA. BEFORE YOU GO 
INSIDE, MAKE SURE THAT 
YOU HAVE AT LEAST ONE 
LANTERN AND LOTS OF 


DURING THE JOURNEY TO 


DEEPDALE YOU'LL ENCOUN- 
TER SCORPIONS. IT’S OFTEN 
BEST TO RUN FROM THEM 
INSTEAD OF FIGHTING BE- 
CAUSE OF THEIR DEADLY, 
POISONOUS ATTACKS. 


Ferros : 


» TWO SPELL BOOKS ARE 
§ AVAILABLE IN THE PARMA 


SHOP: FERROS AND 
SANGUA. FERROS IS AN AT- 
TACK SPELL THAT BURNS 
ENEMIES WITH A BALL OF 


_FIRE. SANGUA IS A NON- 


COMBAT SPELL THAT PAR- 


TIALLY REPLENISHES YOUR 


HIT POINTS. 


iat There are 16 rings ati 
Pes toid—eisht of good 
ee and eisht of evil. 


AFTER COMPLETING THE 
KING’S ERRAND AND OB- 
TAINING HIS RING, ASK THE 
TOWNSPEOPLE FOR DIREC- 
TIONS TO WATLING. YOU 
CAN REST HERE AND RE- 
PLENISH YOUR SUPPLIES. 


You suddeniwzw feei veak. 
You were eoisoned 
durin? the b4ttieZ# 


| IF YOU CAN'T FLEE AND ARE 


BITTEN BY ASCORPION, USE 
POISON BALM. ONE DOSE 
WILL CURE YOU. IF YOU 
DON'T HAVE ANY, YOU MUST 


RUSH TO THE NEAREST 


TOWN AND SEEK THE HELP 


oe OF THE CHURCH. 
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| WHEN YOU REACH DEEPDALE, YOU ~ 
| DISCOVER THAT THE KING OF THE 


TOWN IS MISSING. THE TOWNSFOLK 
-ASK FOR YOUR HELP IN LOCATING 
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| HIMSELF IS TO OFFER HIM 
KING CAN'T RESIST THEM. UNFORTUNATELY, 
THE ONLY TRUFFLES TO BE HAD ARE IN A 
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THE KING IS HID- & 
ING IN THE FIRST 
HOUSE ON THE 
LEFT, NEAR THE fF 
TOWN GATE. BUT 
THE ONLY SURE 
WAY TO TRICK HIM 
INTO REVEALING 


TRUFFLES — THE 


DUNGEON CRAWLING WITH SCORPIONS. 


| SOMEONE IN THE | 
NEXT TOWN, STOW, = 


IS UP TO NO GOOD. ae 


HE'S EVEN STOLEN | © 
BOOK! YOU NOTONLY ==; 
~ HAVE TO BRINGIN THE 

| CULPRIT, BUT YOU @ 
ALSO MUST PROVE 
CENCE. — | 


- THE DOCTOR IS IN A DEEP 


_SLEEP ON THE TOP FLOOR 
| OF THE INN. YOU NEED A 
- SPECIAL ITEM TO WAKE HIM 
UP, SO CHECK OUT THE LO- 
CAL ITEMS SHOP. — 
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-MEET AN OLD, LONELY MAN. 


HE INSISTS THAT YOU FIND — 


HIM A GIRLFRIEND. IF YOU 


|} SUCCEED, HE’LL TELL YOU 


WHERE TO FIND A NEW SUIT 
OF ARMOR. 
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MP. veep COE ae 
YOU FIND THE CRIMINAL 
AND PUNISH HER — BUT 
| SHE GETS REVENGE BY TRY- 
ING TO KILL EVERYONE IN. 
STOW! THEY’RE NOT DEAD 
YET, BUT THE ONLY DOC- 
TOR WHO CAN HELP THEM. 
LIVES IN THIS TOWN, 
KELTWICK. | 


nea 


RE EAVE KELT- 
WICK, STOCK UP ON LAN- 
TERNS. YOU WILL HAVE TO 
TRAVEL UNDERGROUND, 
THROUGH A LONG CAVE, TO. 
AVOID THE DENSE FOREST. 
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SURPRISE AWAITS | = 
YOU 
WHEN YOU TRY TO . 
BUY SOMETHING IN | 


THE ITEMS SHOP, 
STEALS YOUR WEAP- 


ONS AND TAKES YOUR MO 
SEEMS LUDICROUS NOW, GO AHEAD AND GIVE 
HIM WHAT HE WANTS — YOU'LL BE GLAD YOU 


IN MALAGA’S MAGIC SHOP 
YOU CAN BUY MORE POW- 
ERFUL VERSIONS OF SPELLS 
YOU ALREADY HAVE, SUCH 
AS SANGUIO AND VOLITO. 
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TADCASTER 
ON A DEAD- 
END PATH IS 
HELWIG. THE 


IN MALAGA. 7 
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THE SHOPKEEPER » 3 


Y!' ALTHOUGH IT 


MALAGA HAS THE BUSIEST RES- 


TAURANT IN THE LAND (BECAUSE 
ALL OF THE FOOD IS FREE). ITS A 
TREASURE CHEST OF INFORMA- 
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THE VILLAGE OF BARROW IS 
ONE OF THE SMALLEST 
YOU'VE BEEN TO SO FAR. 


BUT IT HOLDS SOMETHING 
OF GREAT IMPORTANCE. 


SS 


MEN OF HEL- a BS 


WIG HAVE 


BEEN KIDNAPPED, AND IT’S YOUR JOB TO fim |... - 
FIND OUT WHAT HAPPENED. BEWARE OF , 
oe THE FRYING-PAN-WIELDING WOMAN AT 
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FRIEND FOR THE OLD MAN. SHOW 
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YOU WON'T BE VERY 
WARMLY GREETED IN TAD- 
CASTER. IN FACT, THE VIL- 
LAGERS DESPISE YOU. IT 
SEEMS THAT A DEMON HAS 
BEEN IMPERSONATING YOU 
AND BEATING UP TOWNS- 
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HER THE OLD MAN'S PICTURE — 
SHE'LL GIVE YOU .THE DRAGON 
SHIELD FOR MAKING THE AP- 
RANGEMENTS. ; 
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Sierras i yo | THEKINGOF SWAFF- 
Be siitts satethe EEC | HAM IS A VERY 
eee if a = STINGY GUY. HE 

ase \WON’T PART WITH 

— HIS RING UNTIL YOU 
| RUN SOME ER- 

7 RANDS FOR HIM. 

FIRST YOU MUST OBTAIN THE WHITE CRYSTAL 

FROM THE IVORY CAVE, SOUTHEAST OF TOWN. 


HT Bins me the HMAite Orsstai 
from the I[vwory Caves which 
ie 32 bit southeast of here. 
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SWAFFHAM, LEFT OF HEL- 
WIG, HAS MUCH TO OFFER. 
THE SHOPS THERE SELL 
MANY NEW WEAPONS, BUT 
AT A VERY HIGH PRICE. 
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'hYou opened the chest. 
There’s 
MAite Crystai insides 


YOU GET MORE THAN YOU BARGAINED FOR IN THE IVORY CAVE. TO BEAT THIS 
WINGED MONSTER, STAY ON THE LEFT SIDE OF THE SCREEN AND WAIT FOR HIM 
TO FLY DOWN TO YOU. WHEN HE GETS WITHIN RANGE, LET HIM HAVE IT. YOU’LL 
TAKE SOME DAMAGE, BUT IF YOUR EXPERIENCE LEVEL IS HIGH ENOUGH YOU 
SHOULD HAVE NO TROUBLE WINNING. YOUR REWARD FOR DEFEATING HIM IS 
THE WHITE CRYSTAL. 
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SiFrom which Book do you 


SICHRIS found Rafaeli’ s Sticks Wish to c8st 3 spell’? 


Satpand received Rafael’s Stick. 


AT THIS POINT IN THE GAME 
YOU MUST TRAVEL BACK TO 


: I’ve decided 493inst its 
abut find the Red Crystalis 
wand f maya yveconsider- 


WHEN YOU FINALLY GET THE 


YOU RETURN TO THE KING, 
BUT NOW HE WANTS THE 
RED CRYSTAL, TOO! YOU 
DON'T TRUST THIS STINGY 
KING, BUT YOU HAVE TO DO 
AS HE ASKS. 


RING, YOU’LL BEGIN THE 
LONG TREK TO EXCALABRIA. 
AMONG THE RUINS YOU'LL 
FIND SOME INTERESTING 
ITEMS. 


THE TOWNS YOU VISITED 
EARLIER FOR IMPORTANT 
ITEMS. THE ARIES SPELL 
LETS YOU TELEPORT FROM 
TOWN TO TOWN. 
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Z| the Eracie ol ant- 

| WHILE YOU ARE IN 
HASTINGS, A VILLAIN POI- 

' SONS YOU. THE POISON IS 
SO STRONG THAT NEITHER 
A BALM NOR EVEN A TRIP 
TO CHURCH CAN CURE IT. 
YOU WILL HAVE TO SEARCH 
OUT A RARE PLANT IN A 
DISTANT CAVE. 


ecreste the Svord of Versition 
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FIRST, GO BACK TO MA- 
LAGA. REMEMBER THE 
SHOPKEEPER THAT STOLE 
ALL OF YOUR ITEMS? WELL, 
HE ISN’T SUCH A BAD GUY 
AFTER ALL — HE GIVES YOU 
THE SWORD OF VERMILION. 


BE SURE TO PICK UP 
SANGUIOS, THE ULTIMATE 
HEALING SPELL, IN THE 
TOWN OF HASTINGS. 


THEONLYTOWN " 
LEFT TO VISIT IS 
CARTEHENA. 
YOU'LL NEED A 
PASS TO GET 
INTO THE TOWN, 
THOUGH. RE- 
TURN TO A = = ee 
SMALL VILLAGE ee 
THAT YOU VISITED EARLIER AND ASK FOR AN 
OLD MAN WHO LIVES IN THE FOREST. 
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YOU TRACK TSARKON TO A | 
CAVE EAST OF CARTEHENA. 
THIS IS WHERE YOUR ULTI- §& 
MATE BATTLE WILL BE | 
FOUGHT. 
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Ge your father and I 
“Tocolttected the rinss of 
@vitier ve turned @vit. 


IF YOU CAN DEFEAT HIM, YOU’LL LEARN THE 
TRUTH ABOUT WHAT HAPPENED TO YOUR § 
REAL FATHER, AND HEAR A SHOCKING REV- 
ELATION ABOUT YOUR MOTHER AS WELL. 
AFTER ONE LAST ERRAND, YOUR QUEST ENDS 
AND A NEW AGE OF PEACE AND PROSPERITY 
BEGINS FOR THE PEOPLE OF EXCALABRIA. 


JUST WHEN YOU THINK THAT 
YOU’VE DEFEATED HIM, TSARKON 
BECOMES A GIANT TWO-HEADED 
MONSTER! 


The people in the 
Northern Lands ruled 
by the good King 
Pallas had almost for- 
gotten Zoras. Many 
years had passed since 
Pallas banished the 
depraved sorcerer to 
the lands east of the 
, realm, where only foul 
spirits roamed. Even the 
more terrible memories of Zoras’ 
crimes began to fade, and the people 
were full of hope for the future. 
But Zoras did not forget —- he 
waited patiently for vengeance. The 
ghastly demons he met during his 
exile became his partners, teaching 
him the forbidden secrets of the black 
arts in exchange for any wandering 
travelers he delivered into their 
hands. 


SELECT HERO OR HEROINE 


SWORD OF SODAN MAY 
BE A VIOLENT GAME, BUT 


IT’S NOT SEXIST. YOU CAN 
CHOOSE TO PLAY AS THE 
HERO BRODAN OR THE 
HEROINE SHARDAN. 


stephen Poole 


When Zoras finally attacked, the 
result was devastating. The troops 
of the Northern Lands fought 
bravely, but they were no match for 
Zoras’ diabolic forces. Soon Zoras 
claimed the entire country as his 
own and, to crown his wicked vic- 
tory, ended King Pallas’ life. 

Perhaps sensing the fate that was 
to befall him, Pallas had sent his two 
children to live with a great warrior 
only days before Zoras struck. The 
warriors name was Sodan, and he 
wielded a sword mightier than any 
ever crafted. 

While he traveled the country 
battling evil, Sodan entrusted the 
children’s care to a peasant couple; 
but as he neared the end of his life, 
he summoned the children, now 
fully grown, to his side. Giving them 
his sword, he told them that they 
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AS THE GAME BEGINS, 
YOU’LL FIND THESE 
BOTTLES OF RED VITAL- 
IUM AND PURPLE ETHER- 
IUM. DRINK BOTH SI- 
MULTANEOUSLY TO EARN 
AN EXTRA LIFE. 


must do what he had never been 


able to — find and destroy Zoras. 

In Electronic Arts’ Sword of Sodan 
you can play as either Shardan or 
Brodan as you fight your way to 
Castle Cragganmoreand into Zoras’ 
chambers for a final confrontation 
with the evil wizard. Your only 
weapons are the sword you've in- 
herited from Sodan and the magic 
potions you'll find after slaying 
Zoras’ men. Although the graphics 
are breathtaking, the game does 
contain quite a bit of violence (the 
decapitation scenes are particularly 
gory), So it may not be suitable for 
younger players. 


Electronic Arts, 1820 Gateway Drive, 
San Mateo, CA 94404 


THE FIRST OF ZORAS’ SOL- 
DIERS WILL PASS BY 
WITHOUT ATTACKING. 
YOU’LL HAVE TO FIGHT 
THEM EVENTUALLY, SO 
YOU MAY AS WELL TAKE 
CARE OF THEM NOW. 


_THE BEST > zs 
TACTIC Siamese 
AGAINST Seaenitece 
THESE 23S 
PIKEMEN, eto ate: rR: 
is TO Seed Sn. 
MOVE IN (diene o ican 
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A N D | : | 
STRIKE WITH DEADLY OVERHEAD 
BLOWS. IF YOU ATTACK FROM A DIS- 


BEFORE STARTING EACH. 
LEVEL, YOUR LOCATION IS 
DISPLAYED ON THESE 


TANCE, THEY CAN JAB YOU WITH THEIR 


SPEARS. 


IF YOU'RE NOT CAREFUL YOU 
CAN LOSE QUITE A FEW 
LIVES ON THE BRIDGE OF 
SPIKES. THE SPIKES RISE IN 
ALTERNATING GROUPS — IF 
A SPIKE HAS JUST GONE 
DOWN, YOU CAN STAND 
SAFELY IN ITS PLACE FOR A 
FEW SECONDS. 
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~HANDSOME MAPS. 
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KNEELING “AND JABBING 
WITH YOUR SWORD DOESN'T 
DO A LOT OF DAMAGE, SOIT 
CAN BE A. SLOW WAY OF 
FINISHING OFF AN ENEMY. 
IT CAN BE VERY EFFECTIVE 


AGAINST SOLDIERS TRAP- 


PED BETWEEN SPIKES, 
THOUGH, BECAUSE THE 
SOLDIER WILL BE KNOCKED 
BACK INTO THE SPIKES. 
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NEAR THE END OF THE 
BRIDGE OF SPIKES, YOU'LL. 
USUALLY FIND A BOTTLE OF 
MAGIC POTION. GRAB IT. 
QUICKLY — THERE ARE. 
DEADLY TRAPS HERE THAT. 


CAN BRINGINSTANT DEATH. 


Peoreeretid 5 NOE? 


THE FOR-CES OF ZORAS STAKE | 
ON MANY SHAPES. WHILE 


YOU CERTAINLY WEREN'T 
EXPECTING THE WELCOME 
WAGON WHEN YOU EN- 
TERED THIS TOWN, YOU 
MAY BE TAKEN ABACK BY 
THIS HIDEOUS FLYING 


BEAST. 


THIS GROTESQUE CREATURE 
IS ACTUALLY ZORAS IN HIS 
MOST REPULSIVE FORM, 
TRYING TO FRIGHTEN YOU 
INTO ABANDONING YOUR 
QUEST. DON’T WORRY, HE 
WON'T HURT YOU — YET. 
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THE FLAME 
BRAND IN- 
CREASES 
THE DAM- 
AGE YOU DO 
TO THE EN- 
EMY, AND a ieertoad Aes : 
YOU'LL eestesiete ene esters: 
NEED. (tO ee 

AGAINST THE HEAVILY ARMORED TROOPS 

THAT ROAM THE TOWN. EARN IT BY MIX- 

ING ORANGE SOLARIUM WITH PURPLE 

ETHERIUM OR RED VITALIUM. 
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Stone ee ee 


A LOT OF THESE LOW BLOWS TO KILL 
EACH ENEMY. WITH TROOPS AHEAD 
AND BEHIND, IT’S BEST TO STAND AND 
STRIKE, EVEN IF IT MEANS TAKING A 
FEW HITS. : 
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SPER AR AERO AN THUNDER AND LIGHTNING 


DEFEAT ISN’T PRETTY IN 
SWORD OF SODAN. SHAR- 
DAN’S DEATH IS ACCOMPA- 
NIED BY ALAST SHRIEK AND 


THE LOSS OF A (LOT) OF 


BLOOD. 
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TWO GIANT 

SPIKED CLUBS BLOCK YOUR 
EXIT FROM THE VILLAGE. USE 
THE MAGIC OF ORANGE SO- 
LARIUM TO BRING ONE OF 
THEM TO HIS KNEES, THEN 
STEP BACK AND USE OVER- 
HEAD BLOWS. | 


SET THE SCENE FOR YOUR 
EXCURSION THROUGH THE 
ZOMBIE GRAVEYARD. YOUR 
BEST BET AGAINST THESE 
LUMBERING GHOULS IS THE 
SHIELD MAGIC (BLUE 
HYDROLUM AND PURPLE 
ETHERIUM). 


ZOMBIES 
oe AL SO 
“> 4, SPIT MIN- 
as |IATURE 
PFIRE- 
BALLS AS 

fe THEY AP- 

| PROACH. 
KNEEL 

RDS PASS 


WHEN YOU DESTROY A 
ZOMBIE, IT EMITS BALLS OF 
FIRE THAT CAN HEAVILY 
DAMAGE YOU. LEAP TO 
AVOID THEM WHENEVER 
YOU CAN. 


OVERHEAD, BUT DON’T FORGET TO KEEP 
MOVING AHEAD AT EVERY OPPORTU- 
NITY. | } 
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OF THESE WINGED 
BEASTS INHABIT THE 
CASTLE. KILL THEM QUICK- 
LY, OR THEY’LL ATTACH 
THEMSELVES TO YOU AND 
DRAIN YOUR ENERGY. 
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UNDER- 
GROUND, 
YOU’LL 
FIND THE 
NESTING 
PLACE 
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BEHIND WHEN KILLED. 
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ONCE YOU'RE CLOSE, YOU 
CAN KNEEL AND STRIKE AT 
ZORAS: SAFELY. FINISHING 
HIM IS EASY — TOO EASY. 
SOMETHING TELLS YOU THAT 
YOUR GREATEST BATTLE LIES 
AHEAD. 
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YOU MUST BEHEAD THESE 
GIANTS TO KILL THEM. DON’T 
WASTE TIME KNEELING OR 
THRUSTING; ONLY OVER- 
HEAD STRIKES WILL DO THE 
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BEASTS YOU BATTLED EARLIER. LUCK- 
ILY, MANY OF THEM LEAVE.POTIONS 


YOU TO BE ON THE LOOKOUT 
FOR FIREBALLS, BUT AMORE 
IMMEDIATE DANGER IS THE 
HUGE HAMMER JUST ABOVE 
AND AHEAD OF SHARDAN. 


THAL. AVOID T 
TO THE WIZARD. 
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FALLING INTO A PIT IS USU- 


Re @ 


ALLY THE WORST THING 
THAT CAN HAPPEN — BUT 


ONE PIT IS ACTUALLY A 
SHORTCUT TO ZORAS’ 
TOWER. . | 
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2f;= POSING, 
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GIVING THESE WARNINGS! 
JUST AS YOU'RE .TOLD TO 
WATCH OUT FOR HAMMERS, 
A FIREBALL ROCKS YOU 
BACK ON YOUR HEELS. 
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_ HAVE TO BEWARE OF ENORMOUS SPIKES FOR FIREBALLS. O ‘T ESCAPE — 
THAT SHOOT UP FROM THE FLOOR. LUCK- J THE LAVA IF YOU’RE KNOCKED OFF THE. 
ILY, THE TIPS OF THE SPIKES ARE VISIBLE #@ PLATFORM. 

AS YOU ADVANCE. | Lae 
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IF YOU THOUGHT THAT EN- . 
TERING ZORAS’S TOWER 


SER ae oes ‘WOULD MEAN A FAREWELL 
IT ONLY TAKES A FEW STROKES OF | 
YOUR MIGHTY SWORD TO ELIMI. AG et ee ee 
NATE THE SOURCE OF THOSE FIRE- : 
BALLS. 
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TdcaveseD BY YOUR SUC- . 

CESSES, ZORAS ASSUMES. THE ‘AS YOU STRUGGLE TO DE- 
NIGHTMARISH FORM YOU SAW STROY A SEEMINGLY END- 
EARLIER. IF YOU HAVE THE RIGHT LESS SUPPLY OF FLYING 
POTIONS TO CREATE A SHIELD, | BEASTS, BE SURE TO AVOID 
NOW'S A GOOD TIME TO USE THEM | ZORAS’ DEADLY CLAWS. 

— HIS MAGIC FIREBALLS ARE POW- : | se 

ERFUL. 


YOU CAN ONLY INFLICT DAMAGE 
ON THE DEMONIC MONSTER 
WHEN HIS STOMACH GLOWS OR- 


AT LAST, YOU’RE FACE TO FACE 
WITH THE EVIL WIZARD. THE MAGIC 
HE USES IN HIS TRUE FORM IS 
STRONGER THAN ANY YOU'VE EN- 
COUNTERED SO FAR. 


CONSECUTIVE BLOWS 
WEAKEN ZORAS, CAUSING 
HIM TO GLOW. DON’T BE 
FOOLED INTO THINKING THE 
VICTORY IS YOURS, THOUGH, 
BECAUSE HE’LL QUICKLY 
RECOVER. 
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NE EFFECTIVE MANEUVER 
IS TO QUICKLY LEAP OVER 
ZORAS, THEN SPIN AND 
LAND A FEW BLOWS BE- 
FORE HE HAS A CHANCE TO 
TURN AND FACE YOU. 
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WHATEVER YOU DO, DON'T 
JUST STAND THERE! ONCE 


- YOU'RE STUNNED BY HIS 


MAGIC, ZORAS WILL UN- 
LEASH AN EVEN MORE FU- 


RIOUS ATTACK. 
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AND SO THE CYCLE EMOS. ‘THE PROPHESY IS 
FULFILLED AMD ZORAS IS DESTROYED. HIS 
ESSENCE BSAMISHED TO THE DEEPEST PITS 

OF HELL. 


YOU CAN TELL WHEN YOU'VE 
LANDED THE FATAL BLOW, BE- 
CAUSE ALL OF ZORAS’ BLACK 
HOPES GO UP IN A PILLAR OF 
WHITE FLAME. 


THE DAY IS WON, AND ZORAS 
CONDEMNED TO THE UNDER- 
WORLD. 


There are six stages to Air Busters, 
but unless you select the "easy" mode 
on the options screen, it's doubtful 
that you'll see more than the first 
two or three for quite a while. 

Air Busters is a shooter, but it's 
one of the better shooters you're 
likely to find. Just when you start 
getting used to one kind of enemy, 
something new comes your way. 
The number of enemies is enormous, 
and so is the number of ways they'll 
attack you. This game keeps you on 
your toes. 


You can identify the 
Weapon Transport Pods by 
their stubby barrel shape 
—and the fact that they're 
the only thing on the screen 
not shooting at you. 


You have one super weapon at 
your disposal at all times: the Air 
Buster, a kind of smart bomb that 
affects all enemies on-screen at once. 
The only catch to using it is that it 
takes a while to charge up, during 
which you can't shoot your other 
guns. And once you've used it, you 
can't charge it up again until the unit 
cools down. Knowing whenand how 
to use the Air Buster is a key element 
in getting through the game. 


AIR BUSTERS 


Jeff Lundrigan 
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While racing at blinding 
speed through the under- 
ground Mechanized Cave, 
pay attention to the "curve 
ahead" signs that flash at 
the top of the screen. 


Also important, though, are the 
many power-ups available. They 
arrive in Weapon Transport Pods, 
or W.P.T.'s. The W.P.T.'s always ap- 
pear at the same locations, so as you 
g0 back and replay the game, you'll 
know where and when they'll show 
up. Blast one open and a shower of 
power-ups appears. You have only 
a second or so to grab the one you 
think you'll need the most in the 
coming sections of the game. Because 
you can have only one extra weapon 
at a time, it's an important decision 
—you'd better make it count. 

Air Busters' graphics are first- 
rate: colorful, sharp, and well-ani- 
mated, and the backgrounds are 
nicely varied. Stage one, for instance, 
begins over a cityscape. The city is 
then destroyed— while you watch— 
and the stage continues over blasted 
ruins. Later stages take place under- 
ground, in space, and on other 
planets. There's always something 
new happening, which keeps the 
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game from falling into the kind of 
visual rut that shooters are so often 
prone to. 
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The long-range robot punch 
isn't the only weapon this 
boss has. Better keep mov- 
ing if you don't want to be 
pummeled. 


There's only so much you can 
say about this style of game. The 
overall quality of a shooter is gov- 
erned mostly by the gloss of the 
graphics and the speed of the action. 
Air Busters scores high on both 
counts. It doesn't do anything new, 
but it does do things well. 


Kaneko, 1370 Busch Park- 
way, Buffalo Grove, IL 
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O.. of the smartest moves Sega 
made when introducing the Genesis 
system was to include a copy of 
Altered Beast withevery machine. The 
game was already well-known, 
thanks to its popularity as a coin- 
operated arcade hit. And the game’s 
excellent graphics proved that Sega’s 
claim of “arcade-quality graphics in 
the home” was not an idle boast. 

The depth, detail, and richness 
of color displayed in Altered Beast 
dramatically demonstrate the ad- 
vantages of 16-bit technology. The 
use of variable-rate background 
scrolling creates an uncanny sense 
of three-dimensionality. Flicker-free 
animation, realistic voice synthesis, 
and creative use of stereo sound ef- 
fects all helped to make Altered Beast 
a successful game in its own right, in 
addition to its value in promoting 
16-bit games in general. It has be- 
come, in short, something of a clas- 
SIC. 

Metamorphosis — _ shape- 
changing — is the key to this game, 


rN 


At the start of the game, 
gain strength by killing the 
first blue wolf and collect- 
ing the spirit ball it leaves 
behind. 


> ALTERED BEAST 


William R. Trotter 


and the motivation for some of its 
most impressive graphic sequences. 
You begin the game as a dead Ro- 


After transforming in round 
5, you become a golden 
werewolf — the most pow- 
erful altered beast in the 


game. 


man legionnaire, brought back to 
life by Zeus. Your task: to rescue the 
goddess Athena from the clutches 
of Neff, the God of the Underworld. 
In order to battle the forces of dark- 
ness, you'll need to transform into 
numerous creatures that are half- 
man, half-beast, including a 
werewolf, a were-tiger, and a were- 
dragon. Your ultimate transforma- 
tion will be into a golden werewolf, 
a creature powerful enough to con- 
front Neff face-to-face in his under- 
world lair. 

Altered Beast, like almost all 
Genesis games, allows you to tailor 
the game by entering secret codes or 
performing certain tricks. You can 
change into any beast you like in 
any stage, for instance, by entering 
this code during the title screen: press 
down and left on the control pad, at 
the same time pressing both the B 


and C buttons. Now press start, and 
you're ready. 

You can also enter a code to 
obtain continues: when you die, hold 
the A button down and press start 
repeatedly until you appear again 
on the screen on which you died. 
And by using this continue code 
during the options screen, you can 
begin a game on any level you like. 
Just select the level, then hold down 
A and press start. 

Altered Beast may not seem as 


The transformation scenes 
are powerful; here, your 
character changes into a 
were-dragon. 


complex and challenging it did when 
you first purchased your Genesis. 
But it remains a classy and impres- 
sive game — just the thing for show- 
ing off your Genesis to friends. 


sega of America, 573 
Forbes Blvd., South San 
Francisco, CA 94080 


ARROW FLASH 


The folks at Renovation Products 
can’t be accused of living in the 
past. All their games are set in the 
future, and if you like frenzied, fast- 
paced shoot-em-ups, you should be 
thankful — because in their sce- 
narios there’s always a demand for 
a hero, and there’s always an evil 
force just itching to conquer Earth. 

In Arrow Flash, the invaders 
aren’t the usual outer-space bullies. 
This time, the invaders are a group 
of Viking terrorists whose leader is 
called the Great Hilagi. Our planet 
caught their attention whena Terran 
scientist unknowingly caused a 
magnetic field to be formed around 
the Earth. The space pirates then 
made a beeline for us. 

Fortunately, the same scientist 
who turned Earth into a gigantic 
bulls-eye has also created the space 
fighter ERX-75, or “Chameleon.” 
Piloting a prototype model of the 
fighter, you must seek out and de- 


stroy Hilagi before he reaches Earth. 
The ERX-75 was dubbed the 


In outer space there’s plenty 
of room to use the robot 
mode. When the Chame- 
leon is a robot, its missiles 
will home in on the nearest 
foe. 


otephen Poole 


Chameleon because of its ability to 
transform from a jet fighter into a 
flying robot. In the fighter mode, the 
ship flies on a horizontal plane. This 
mode is best for narrow spaces that 
are difficult to navigate. In robot 
mode, the ship tilts at a 45-degree 
angle. 

At first, your ship is armed only 
with a single forward-firing laser 
and the Arrow Flash — a weapon 
capable of obliterating all enemies 
on the screen. In fighter mode, the 
Arrow Flash fires a wall of lasers; in 
robot mode, it creates a force field 
around your ship. The field not only 
makes you invulnerable to weapons 
and obstacles, but it also destroys 
most enemy ships on contact. 

As you progress you'll find 
enough special weapons and power- 
ups to turn your tiny fighter into an 
incredible fighting machine. Once 
your ship is completely armed, you 
can unleash volleys of lasers and 
missiles so thick that it’s difficult to 
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The gaseous atmosphere 
of Jupiter makes a stun- 
ning background for your 
battle against the Brast, 
one of the enemy com- 
manders. 
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The Atazume, boss of stage 
three, fires a wall of lasers 
from its whiplike tail. A few 
well-placed shots to the 
green portion of the tail will 


make short work of this 
imposing robot. 

Strategy doesn’t play a big role 
in Arrow Flash: it’s mainly limited to 
deciding on fighter or robot mode, 
and what weapons are best for each 
area. But for players who love action- 
packed shooters, that’s probably not 
a big concern anyway. The graphics, 
while not exceptional, are nicely 
rendered, and the background mu- 
sic matches the on-screen action 
perfectly. Arrow Flashisasolid game 
that should satisfy fans of action- 
oriented, arcade-style games — or 
anyone who just can’t abide a pushy 
Viking from outer space. 


INI othing rouses the spirit like 
a good rescue mission. Battle Squad- 
ron airlifts you four centuries into 
the future and places you in the role 
of a post-modern knight in shining 
armor. Your lance and steed have 
been replaced by explosives and su- 
personic jets as you pilot a Delta Il 
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This military-industrial 
complex poses a number of 
challenges for you, not least 
of which is its winged 
guardian. 


Strike Cruiser into fierce combat with 
enemies that don’t let up. Victory 
won’t come cheap, but you must 
take up the gauntlet and accept their 
challenge to fight. 

In a move of interplanetary ter- 
rorism, sinister Barraxian forces have 
intercepted the flight of two of 
Earth’s space soldiers. Commanders 
Mayersand Berginare now hostages, 
the unwilling guests of an evil em- 
pire. They’re not the only ones in 
danger, either. The captive officers 
possess sensitive information that 
could shift the universal balance of 
power. If the Barraxian interrogators 
pry these important secrets out of 
your comrades, it could spell doom 
for the Earth. 


Phill Powell 


Naturally, it’s up to you to hold 
the opposition in check. Your flight 
plan is split into six smaller mis- 
sions. The game scrolls downward, 
revealing changing strips of terrain 
and multiplying sets of enemies. 
You'll encounter a slew of advanced 
aircraft, and an assortment of un- 
friendly space mutants. Don’t be 
surprised to find yourself attacked 
from air and ground, or from all 
directions at once. 

Battle Squadron offers a weapons 
upgrade system that lets you mix 
and match your arsenal. Your se- 
lection includes an anti-matter par- 
ticle beam, a rapid-fire laser, and an 
explosive magnetic spreadshot. 
Screen-clearing smart bombs are 
standard equipment on your cruiser, 
but they’re in limited supply. 


You can customize the game in 


In the two-player game, 
you'll both want to steer 
clear of space mutations 
like the one in the center of 
the screen. 


other ways, too. You can adjust the 
number of credits and lives,and you 
can set the speed and quantity of 
Barraxian firepower. Finally, if the 
enemy appears to be making a 


shambles of your war effort, you're 
allowed to bring in outside help, 
courtesy of the two-player option. 
It’s ironic thata war game should 
look this beautiful, but Battle Squad- 
ron dazzles theeye. The backgrounds 
are fully appointed with interesting 
features and vibrant colors. A 


Battle Squadron's anima- 
tion and graphics artfully 


render explosions and cra- 
ters. 


number of the mutant creatures are 
larger than life, and almost larger 
than your TV screen. 

The only complaint you may 
have about Battle Squadron is its lack 
of a rapid-fire mode. Given the 
amount of continuous shooting 
you'll do, it would help if you could 
keep firing by holding a button 
down. Hand strain aside, Battle 
Squadron's futuristic sky-jousting 
should entertain you from the mo- 
ment you pick up the control pad. 


Electronic Arts, 1820 
Gateway Drive, San Mateo, 


CA 94404 


Whi vacationing ona beautiful 
tropical island, self-made million- 
aire and adventurer Kenji Ohara has 
arun-in with the depraved Dr. Orca. 
Orca kidnaps Kenji’s twin sister and 
closest companion, Kim, and whisks 
her away in his yacht to a hideout 
deep in the heart of the mysterious 
Bimini Zone. 


To destroy land targets, 
use the bazooka. Make 
sure you hold the button 
down until you hear the 
Signal to fire, or the shot 
wont do any damage. 


With his friend Luka (a marks- 
man and weapons expert), Kenjj 
speeds off in hot pursuit. He and 
Luka blast a path through Orca’s 
army of attack boats and helicop- 
ters, racing to rescue Kim. The plot 
begins to thicken when the two learn 
that the nefarious doctor plans to 
rule the world by using his Behavior 
Altering Module, or B.A.M., to gain 
control of the mind of every man, 
woman, and child on the planet. 

Bimini Run isn’t just one game. 
It’s a lot of different games, combin- 
ing elements of an arcade shooter, a 
boating simulation, and just a touch 
of role-playing. 


BIMINI RUN 


Jeff Lundrigan 


The game is divided into six 
stages, and there’s a clearly defined 
goal for each stage: pursuing an en- 
emy, destroying a specific installa- 
tion, and so on. In order to accom- 
plish your missions, you zip around 
the islands in Kenji’s jet-boat, the 
Banshee, which comes equipped with 
a map, compass, and radar so you 
can tell where you are, where you’ re 
going, and what enemies are in your 
immediate area. 
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Check your radar often. It 
tells you what enemies are 
around you and where they 
are, as well as the loca- 
tions of land targets on the 
islands. 


As each mission progresses, 
you'll get calls on the radio from 
Kenji’s friends scattered around the 
islands. This is where the role-play- 
ing aspect comes in. Kenji’s friends 
are watching out for Orca’s men, 
and will advise you where to go and 
how best to accomplish each mis- 
sion. 

In the meantime, you're con- 
stantly besieged by Orca’s forces. 
They attack in relentless waves of 
boats and helicopters, constantly 
trying to blow you out of the water. 
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As you venture into the 
mysterious Bimini Zone, 
youll have to fight off at- 
tacks from supernatural 
creatures. They blow up just 


like attack boats, though. 


Luka fires all the weapons, and ina 
one-player game you aim the fire by 
steering the boat. But in two-player 
games, one player steers the boat 
while the other controls the direc- 
tion of fire. 

All this happens very fast — 
Bimini Run is a ferociously paced 
game. The graphics aren’t breath- 
taking, although they’re acceptably 
well-done. The game’s biggest flaw 
is that its arcade aspect — the con- 
stant need to shoot everything that 
moves — tends to get frustrating 
and interferes with, rather than 
complements, the adventure aspect. 
But if you want a game that’s a little 
different, Bimini Runis wortha look. 


Nuvision Entertainment, 10 
Apple Road, Beverly, MA 
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) t seems that ghouls, at least in the 
realm of videogaming, are like crab- 
grass. You can put them down fora 
while, but they always seem to pop 
up again, more tenacious and ag- 
gressive than before. That’s certainly 
true of the ghouls from Dragonia, 
the Castle of Doom. The once-de- 
feated Dragonia has risen from the 
ashes, and its resident ghouls have 
made off with the Holy Goblet, your 
world’s source of light from time 
immemorial. 

In Fatal Labyrinth, you must 
journey to Dragonia, find your way 
through its 30-floor labyrinth, and 
return the Goblet to your people. 
Your adventure begins in the streets 
of your village, where various 
townsfolk offer fairly useless advice 
(althougha couple of them might be 
worth listening to). Taking your 
leave, you enter the first level of the 
Dragonian labyrinth. 

Seemingly endless corridors 
(some with hidden doors) lead to 
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In your haste to pick up 
every item you find, you 
should be aware that a few 
of the things you uncover 
may be cursed, and could 
cause considerable trouble 
for the unwary hero. 


Gary Meredith 


chambers where the deadly inhabit- 
ants of Dragonia await the intruder. 
As a beginner, your hit points are 
low and your weapons few. Suc- 
cessful battles raise your maximum 
hit point rating, as well as your 
striking power and defensive abili- 
ties. Weapons, armor, potions, and 
other items can be found in the 
hundreds of chambers in Dragonia, 
and you'll need them all to battle the 
onslaught of ninjas, magicians, green 
globs, and other nasties. 

It’s eaperant that a cleareach 
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It S wise to enter all the 
chambers ready to do 
battle. Some creatures, 
however, won't bother you 
unless you actually touch 
them, so don’t go looking 
for trouble. Enough of it will 
find you anyway. 
floor of enemies and items, in order 
to be prepared for what the next 
level throws at you. Each new laby- 
rinth level presents you with ever 
more formidable enemies, so your 
strength and abilities will continu- 
ally be taxed to their limits. To keep 
you from going totally insane, the 
game’s designers have included 
continues that reset after every five 
levels. 

Perhaps the nicest feature of all 


FATAL LABYRINTH 
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Some of the castle ghouls 
cast a pretty mean freeze 
or stun spell, which can 
render you totally immo- 
bile. If your hit points are 
already low, it could mean 
your death. 


is that the game is different each 
time you play it. The mazes and 
monsters in each game are randomly 
generated. Even the effects of each 
different magical item and ring can 
change, so you'll always have to 
experiment to fully realize the power 
of the items you find. 

Play is smooth, and despite all 
the variations in weapons and magic, 
the game is easy to get into. Fatal 
Labyrinth doesn’t exactly overwhelm 
you graphically — if you’re looking 
foranexample of the glorious visual 
potential of the Genesis system, you 
won't find it here. If, however, you 
long for a good role-playing ad- 
venture that bears repeated playing, 
you ll probably find Fatal Labyrinth 
as welcome as the return of an old 
friend. 


Sega of America, 573 Forbes 
Blvd., South San Francisco, 


CA 94080 


A fter generations of environ- 
mental abuse and neglect, the Earth 
is a toxic wasteland. But although 
the Earth is a terrible place to those 
who live there, it’s a gold mine for 
the intergalactic terrorist organiza- 
tion Gulfer — and its insane, cyborg 
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When fighting Galudia, keep 
the TOZ pod in front of you 
and set your maneuvering 
speed to MAX. The TOZ 
pod will block Galudia’s fire- 
balls, and the speed helps 
you to dodge its power 
beam. 


leader, Queen ZZ Badnasty. Gulfer 
plans to use the toxic and radioactive 
wastes so plentiful on Earth to build 
terrorist weapons of horrible force. 

The United Star Cluster of 
Leezaluth, learning of Gulfer’s plan, 
sent a messenger to Earth with an 
ultimatum: either stop Gulfer or the 
forces of Leezaluth would do so 
themselves — by causing the Sun to 
go supernova. If the Earth can suc- 
ceed in wiping out Gulfer on its 
own, the Leezaluthians will move 
the human race to another, Earth- 
like planet and allow it to start over. 

But there is only one hero left on 
Earth: Dan, a young and untested 
warrior. Alexis of Leezaluth, the 
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Jeff Lundrigan 


messenger sent to Earth, was im- 
pressed by Dan’s strength and will 
to fight, and broke the laws of 
Leezaluth to bring him the TOZ sys- 
tem. The TOZ system is an artificial 
intelligence module that can attach 
itself to an enemy, analyze that 
enemy's weapon systems, and 
transfer those weapons to a friendly 
ship. 

Thus begins Gazares. Either you 
defeat Gulfer or your planet dies in 
a supernova explosion. 

The TOZ system is one of the 
most unique features of this side- 
scrolling shooter, and makes the 
game more interesting than most. 
What the TOZ effectively does is 
allow you to steal the enemy’s 
weapons for your ownuse. You have 
to work for your power-ups this way, 
but there’s something vaguely sat- 
isfying about ripping off alien in- 
vaders — and the number of differ- 
ent weapons available is impressive. 

At yourcommand, the TOZ zips 


You can steal the Giga- 
Beam weapon from a 
Refredly — if you’re quick. 
Release the TOZ pod, then 
get out of the way. The TOZ 
pod will return to you wher- 
ever you are. 
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out and grabs the enemy, then re- 
turns with the new weapons. The 
only drawback to using the TOZ is 
that your ship can’t fire until the 
TOZ returns, so you’re defenseless 
while the TOZ does its work. This 
isn’t an easy risk to take, because the 
screen is usually packed with en- 
emies. 

Gaiares is a challenging (even 
difficult) shooter, certain to test the 
skills of even the most experienced 
game player. Its ingenuity and 
unique look make it stand out from 
the growing shooter-crowd. The 
graphics are as sharp and colorfulas 
anything you’ve seen on the Gen- 
esis, and the number of different 
enemies is staggering — not really 
surprising, since Gaiares is an 8- 
megabyte game. The introductory 
sequence alone lasts nearly ten 
minutes. 
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Demarina starts out as an 
innocent-looking giant clam. 
The shell can’t be damaged, 
so aim for the interior. 


[. is the far future, and the human 
race seems to have outgrown its old 
aggressions and violent impulses. 
Peace and reason rule, and war is 
nonexistent. A true utopia has ar- 
rived. 


In this game you'll face a 
wide and imaginative as- 
sortment of enemies, 
armed with many different 
kinds of weapons. 


But, as it has throughout 
mankind’s stormy history, an old 
argument arises: Is it desirable to 
completely breed out the race’s more 
aggressive, survival-oriented traits? 
What if a great catastrophe should 
strike, or an alien race invade? After 
so long a period of peace, will man 
still possess the will to fight? 

A vast, computerized war- 
simulator, Gain Ground, was de- 
signed to stimulate man’s instincts 
for struggle and conflict. But some- 
how, the programmers lost control. 
Gain Ground and its hordes of ro- 
botic warriors refused to accept any 
input — in fact, the system captured 
its designers, as well as several well- 
armed rescue teams that went in 
after them. 

Now the government is pre- 
pared to send one last team into the 


GAIN GROUND 


William R. Trotter 


Gain Ground simulator. If this at- 
tempt fails, the entire system will be 
blown up. 

In either one- or two-player 
mode, you control this trio. In each 
stage of Gain Ground you'll have to 
rescue other warriors who were 
taken captive in earlier attempts to 
control the runaway system. Each 
character may carry, piggyback 
style,asingle captive. If you succeed 
in reaching the next stage without 


Your spearman doesnt 
have much range, but he 
can hit enemies firing down 
at you from high places. 


being captured yourself, the cap- 
tives add their strength and weap- 
onry to the party. 

Altogether, there are 20 war- 
riors. Some are armed with conven- 
tional weapons and bombs, others 
with wind, water, or boomerang 
weapons. The major strategy in this 
game consists of selecting the right 
warrior to deal with a given situa- 
tion. Some warriors — especially 
useful for quick-footed rescues — 
depend more on speed than fire- 
power. 

There are 50 different screen 
layouts (five rounds of ten stages 
each), each with different enemy 


formations and weapons technol- 
ogy. The first enemies you meet may 
be armed with bows and arrows, 
and later ones use plasma bombs 
and lasers. You may discover that, 
in some stages, a head-down sprint 
for the exit is best. In others you may 
have to plot careful strategy, in- 
cluding which enemies to get rid of 
first, and how. 

Gain Ground is an interesting 
game — a bit more thoughtful and 
deliberate than the usual scrolling 
shooter— and veteran game players 
might be reminded of that great old 
Atari 2600 game, Berserk. It looks 
good and plays well, evenifit doesn’t 
break much new ground. 
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Don’t get so caught up 
fighting the boss that you 
ignore his smaller, but still 
dangerous, accomplices. 


Renovation Products, Inc.., 
987 University Avenue, Suite 
10, Los Gatos, CA 95030 


This game is guaranteed to make 
you a believer in buckling up. You 
must race through a towering loop- 
the-loop, around banked curves, and 
even jump a bridge. But there’s 
more...much more. Hard Drivin’ is 
not just another racing game: It’s a 
driving simulation based on Atari’s 
arcade version. 


You might lose eontral if 
youre going too fast on the 
bridge jump. The instant 
replay shows what happens 
to a lead-footed driver on 
this stunt. 


Forstarters, you must outfit your 
speedster with either a manual or an 
automatic transmission. The manual 
shift produces more power, but is 
difficult to master — it’s awkward 
steering your car and shifting gears 
simultaneously. Your fingers seem 
to trip over each other. 

The automatic transmission 
works beautifully. It isn’t as power- 
ful as the manual, but it will prob- 
ably let you enjoy the game more. 
It’s simple to use: Press the “A” 
button (or up on the directional pad) 
to accelerate, and the “B” button (or 


down on the directional pad) to 
brake. 


HARD DRIVIN’ 


Richard Lashley 


Now your're off. Try the practice 
mode the first few laps. The car’s 
steering is touchy and takes some 
practice. Experiment with instant 
replay and driving off-road, too. 

When you go off-road, remem- 
ber that Hard Drivin’ is a simulation. 
Your car isn’t mysteriously tethered 
to the road, and you need to beware 
of invisible barriers that will destroy 
your car. The 3-D graphics allow 
you to drive around buildings and 
see them from all sides. The barn 
with a cow outside is an especially 
nice touch. (Hit the cow and it an- 
grily moos at you.) 

The instant replay of crashes 
makes this game a real gem. The 
stunt track’s bridge jump is espe- 
cially worthwhile. While in practice 
mode, purposely crash as you jump 
and the instant replay will show the 
fiery results. 

The speed track’s open stretches 
of road and gentler curves are great 
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Three. dimensional graphics 
really bring the loop-the- 
loop to life. Stay on your 
side of the road, even when 
youre upside down, or you 
could have a head-on colli- 
sion with another car. 


When you pass the finish 
line and the checkpoints, 
your playing time is ex- 
tended. But always be alert 
for oncoming traffic, or 


you ll never make it. 


for making good lap times. When 
you pass a checkpoint or the finish 
line, your playing time is extended 
by precious seconds. If you cross the 
checkered flag in the given amount 
of time (one minute and forty sec- 
onds), you'll go bumper-to-bumper 
with Phantom Photon for the final 
Challenge Lap. 

Hard Drivin’ is a joy to play — 
you can simply plug it in and start 
having fun. No tedious manual study 
is necessary. The game’s only 
drawback is its lack of the brilliant 
color and contrast that characterize 
most Genesis games. Many, how- 
ever, will see Hard Drivin’ as a Gen- 
esis standard for driving simulations. 


Tengen, 1623 Buckeye 


Drive, Milpitas, CA 950385 


W hen the nonstop fury of ac- 
tion-adventures and the dizzying 
speed of shooters begins to fray your 
nerves, it’s time for Ishido: The Way of 
Stones. This is a game of contem- 
plation, where the most intense ac- 
tion you'll find is the sparkle on the 
screen after a successful four-way 
match. 

Played ona board of 96 squares, 
with a 72-piece stone set, Ishido is 
based on a number of ancient stone- 
matching games from different cul- 
tures. Each stone is distinguished by 
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The best route to multiple 
four-way matches is to build 
on the beginning center 
stones. 


a color and a symbol (or, in some 
stone sets,acolorand ashape). There 
are a total of six colors and six 
symbols (or shapes), and the game’s 
object is simply to match colors and 
symbols. A two-way match consists 
of matching two stones by either 
color or symbol, while a three-way 
contains two stones matched by color 
and one bysymbol (or two by symbol 
and one by color). The highest match, 
the four-way, requires you to match 


ISHIDO: 


Gary Meredith 


two stones by color and two by sym- 
bol. 

It’s all quite simple in theory, 
and in practice, too, when it comes 
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Here, several stone forma- 
tions have been set up for 
possible four-way matches. 


to making two-way and three-way 
matches. The real challenge in play- 
ing Ishido is setting up the board for 
four-way matches. Four-ways not 
only score considerably more points, 
but also make all subsequent 
matches worth more. A master 
game, the ultimate achievement in 
Ishido, is realized when you’ ve made 
eight four-way matches from one 
pouch of stones. It’s no easy trick. 
Ishido: The Way of Stones, like its 
PC counterpart, is a gorgeous game 
tolookat. Inaddition to the standard 
Ishido board and stone set, you can 
choose from several other stunning 
board and stone combinations, each 
one giving the game a totally dif- 
ferent look. Unlike the PC version, 
unfortunately, you can play only 
solitaire games, rather than going 
head to head against another player 
or the computer. You can, however, 
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vary the game by competing against 
the clock in a bid either to score 
maximum points or to use all the 
stones in your pouch. 

Aside from omitting a competi- 
tive mode, Accolade did a nice job of 
bringing the look and feel of Ishido: 
The Way of Stones to the Genesis 
system. When you're feeling a bit 


and stone sets, there’s no 
reason ever to become 
bored with the game’s ap- 
pearance. 


harried after battling legions of bad 
guys, the contemplative moves of 
the stones might just be what you 
need to soothe your nerves. 


Accolade, 550 S. Winches- 
ter Blvd., San Jose, CA 
95128 


“BUSTER” DOUGLAS 
KNOCKOUT BOXING 


: f you approach James “Buster” 
Douglas Knockout Boxing expecting a 
souped-up version of Mike Tyson's 
Punchout, you’re in for a surprise. 
Knockout Boxing doesn’t feature 
funny, cartoonish fighters who whirl 
and dance around the ring. The 
fighters are all boxers, and the way 
you beat them is to out-box them. 
Youcan choose to fight as any of 
five boxers. They differ in aspects 
like hand speed and power and 
ability to take a punch. Regardless 
of whom you choose, your moves 
are the same — jabs, uppercuts, 
upper hooks, and straight punches 
on offense, and defensive moves like 
crouching, leaping back, guarding 
the head or body with the arms, and 
leaning back to avoid the jab. Any of 
your punches can be aimed at the 
head or body, and by pressing both 
the A and B buttons at once, you can 
throw a slow uppercut, straight 
punch, or upper hook. The slow 
blows leave you open, but if you 


Look at each boxer’s sta- 
tistics when you're choos- 
ing the character you'll fight 
as. Buster’s KOrecord time 
indicates that he has real 
knockout power. 
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King Jason shouldn't give 
you much trouble. He’s es- 
pecially vulnerable to the 
slow uppercut. 


land one you'll really daze your 
opponent. 

You can play Knockout Boxing 
against a friend or against the com- 
puter. If you play the computer you'll 
enter a four-round tournament 
against the other fighters, after which 
you'll be crowned champion. Then 
you'll have to defend against the 
same four opponents, and they’re 
all significantly tougher this time 
out. If you hang on through four 
defense matches you'll fight the 
brutal Iron Head, the ultimate chal- 
lenger. His power is unrivaled, and 
his speed dizzying. The only way to 
beat him is to avoid his crushing 
blows and watch for an opening. 

The most impressive thing about 
Knockout Boxing is its potential for 
real boxing action. If you think you’ re 
pretty good after a few wins, try a 
12-round tournament on the most 
difficult setting. By about the fifth 
fight, you'll find that you can’t 
manhandle the opponent the way 
you did on the easy setting. You 
have to fight a smart fight, using 
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defense as well as offense. But don’t 
rely on defense. This game awards 
points just the way the judges do in 
a professional fight. If you don’t 
fight, you lose. 

The game has a few shortcom- 
ings, despite its overwhelming 
strengths. Although the main 
graphics are excellent, all the be- 
tween-round storyboards are stills 
and never change. And it would 
have been nice to see some new faces 
once you win the title, instead of 
fighting everyone twice. But these 
points seem minor compared with 
the overall excellence of the game. 
Buster Douglas Knockout Boxing does 
a terrific job of bringing you the feel 
and overall strategies of boxing. 
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You'll probably feel like a 
winner the first time you 
manage to go the distance 
with Iron Head. But re- 
member, you can't take the 
decision on defense alone. 
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O.. of the main reasons the San 
Francisco ‘49ers have so dominated 
professional football during the past 
decade is quarterback Joe Montana. 
Montana has the ability to make in- 
credible plays look effortless — a 
true testament to his natural talents. 

Now Sega has brought Joe 
Montana to the Genesis system with 
Joe Montana Football, and the result is 
anaccurate, hard-hitting simulation 
in which strategy and arcade skills 
share equal billing. And while it may 
not be as comprehensive as other 
football games, it does a thorough 
job of covering all the basic elements 
of pro football. 

You can choose your team from 
among 16 franchises, each modeled 
after real NFL teams. You can choose 
to play a normal game, enter the 
playoffs, or run a two-minute drill. 
After picking your team, you get a 
scouting report that gives a brief 
rundown on the strengths and 
weaknesses of both teams. 

Both the offense and defense 
have six basic formations (one of 
which is for punting and field goal 
situations), and four possible plays 
for each formation. They can also 
call audibles from the line of scrim- 
mage. At the start of each down 
you’reshown the play that Montana 
would call in that situation. 

Handoffs and laterals are auto- 
matic, but after that it’s up to you 
make the moves and pick up some 
real yardage. Because the animation 
is so fast and smooth, you really get 
the feeling of picking your hole and 
accelerating for the big gain. 

The way Joe Montana Football 
handles the passing game is one of 
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its best features, because you can 
designate primary and secondary 
receivers much as areal quarterback 
would. Each pass play has three 
possible receivers, and any of them 
can be your main target — you can 
toggle your view of the receivers by 
pressing the B button after you’ve 


JOE MONTANA FOOTBALL 


snapped the ball. 

On defense, you choosea player 
to control before the play begins. 
You can’t switch control to another 
player until the ball is thrown; then 
you can switch to the defender clos- 
est to the receiver. But the real de- 
fensive emphasis is on play-calling. 
On offense, you can salvage a few 
yards from an ill-advised play by 
scrambling; pick the wrong defense, 
though, and you can expect to give 
up a lot of turf, if not six points. 

With its great animation and 
sensible interface, Joe Montana Foot- 
ball should make a fine addition to 
any sports fan’s videogame library. 


Sega of America, 573 
Forbes Blvd., South San 


Francisco, CA 94080 


ae’ 


Cc ramped fingers, sleepless 
nights, and a nervous twitch in your 
eye — these are all symptoms of 
arcade-game player burn-out. If you 
suffer from any of these conditions, 
don’t fret, there is help. Bignet’s 
Junction offers a therapeutic respite 
from the dizzying, fast-paced action 
of shoot-em-ups. 


The vivid, scenic interludes 
between stages contribute 
to the charm of this game. 


Junction has a soothing quality 
you'll notice instantly. The music is 
reminiscent of a “Miami Vice” 
soundtrack, and the game’s smooth 
graphics create a pleasing visual 
environment that encourages re- 
peated play. 

The premise of Junction is 
simple, but challenging. The game 
is played on a board divided into 
sliding blocks. Each block has a 
groove carved in its surface. The 
object is to movea ball through these 
grooves, sliding blocks together or 
apart to keep the ball moving along 
the surface of the board. The real 
strategy is moving the right block to 
the right space, thus keeping the ball 
in motion. While you’re moving 
blocks around, you must also watch 
for enemy spheres that sometimes 


JUNCTION 


Richard Lashley 


appear and threaten your ball. 

The game has five stages, each 
with ten levels. A stage-select feature 
allows you to start on any level, but 
you must score 500,000 points to see 
the final screen. You’re awarded 100 
points each time your ball rolls over 
a block on the board. To clear any 
given stage, your ball must cross a 
number of specific checkpoints — 
and you must do all this within a 
time limit. 

You use the variety of shapes 
imprinted on the blocks to make 
snaking pathways toward the 
checkpoints. Some blocks have 
straight paths, while others curve or 
dead-end. 


On all 50 levels of Junction, 
you have to channel your 
ball away from the enemies 
(the smaller spheres), and 
reach all the checkpoints 
(flashing in the board’s up- 
per right corner here). 


Trying to reach a specific point 
on the board can be frustrating at 
first. A variety of power-ups and, 
most importantly, checkpoints ap- 
pear for a few seconds, then vanish. 
Plan ahead which blocks to move. 
This is where the game’s speed 


control feature proves invaluable, 
because you can slow your ball toa 
crawl while you determine how to 
reach the desired location. 

You must think fast when plan- 
ning a route. The time clock doesn’t 
wait for anyone, so get to the 
checkpoints quickly. Junction has a 
gradual difficulty curve from level 
tolevel, and there is plenty of time to 
master the manipulation of the 
blocks. If you don’t get the hang of it, 
you might find yourself tiring of the 
game quickly. 

Junction provides hours of low- 
impact entertainment. It’s fun just to 
sample the plentiful screens. The 
gentle action, dressed up witha nice 
soundtrack and rich graphics, makes 
it a pleasant new puzzler. 


i 


Use the pyramid to jump 
this missing block, then be 
ready to move quickly to 
guide the ball away from 
the edge of the board when 
the ball lands. 


Bignet USA, 388 Market 


Street, Suite 500, San 
Francisco, CA 94111 
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The search goes on. For years, 
game designers have struggled to 
find a worthy successor to that 
number-one addiction in gaming, 
Tetris. It has been, surprisingly, a 
long search. The sheer fascination of 
moving those falling geometric 
forms around has been tough to 
duplicate. Many of the contenders 
have tried to embellish the Tetris 
formula with lots of bells and 
whistles, which only temporarily 
cover up the fact that there’s nothing 
really new underneath. 
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Vertical 
waves are the easiest to 
form, although they bring 
fewer points. Horizontal 
waves of more than three 
tiles can mean bonus 
points, however. 


To be sure, Klax has its share of 
bells and whistles. But it also has 
something else — a truly addictive 
variation on the Tetris theme. Col- 
ored tiles flip end-over-end on their 
way down a ramp, where you wait 
with your paddle. You catch the tiles 
with the paddle, then drop them 
into patterns, or waves, in the area 
below the paddle. A wave can be 


KLAX 


Gary Meredith 


either a vertical, horizontal, or di- 
agonal arrangement of similarly 
colored tiles. The diagonals are 
toughest to form, and so are worth 
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With each new stage the 
falling tiles pick up speed, 
unless you choose to dis- 
able the speed control. The 
Drop Meter counts your 
dropped tiles, while the 
screen below shows the 
wave you must form. 


more points. You also receive extra 
points for creating combination 
waves. Each stage requires you ei- 
ther to form a specified number of 
waves, or to reach a certain point 
total, before moving on. 

The paddle allows you to hold 
up to five tiles, which is a lifesaver 
since the tiles don’t usually fall in 
the exact order you need for filling 
in the waves. If you’ve collected too 
many tiles, or you simply aren’t 
quick enough, the tiles will fall off 
the edge, with a rather disconcert- 
ing human scream. Depending on 
the level you’re playing, the Drop 
Meter will allow a certain number of 
these “lost” tiles before ending the 
game. You can disable the Drop 


Meter on the first wave, but your 
scores won't count. 

Klax is an enjoyable game both 
to look at and listen to. The game 
screen suggests a slightly off-kilter 
stadium setting for the competition. 
And the applause and groans of an 
unseen audience add to the game’s 
charm. True to the basic premise of 
the genre, Klax is a game that’s very 
simple to pick up, but with subtle- 
ties of strategy that will keep you, 
and the whole family, coming back 
again and again. 
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There can be up to ten 
different colors in a game, 
so. planning is essential. 
You may also find wild tiles, 
which change color to 
complete whatever wave 
they're in. 


Tengen, 1623 Buckeye 


Drive, Milpitas, CA 95035 


S ome games suffer in the trans- 
lation from PC to videogame for- 
mat, but PGA Tour Golf isn’t one of 
them. PGA Tour Golf for the Genesis 
has all the options and features of its 
PC forerunner. In fact, the Genesis 
version of PGA Tour Golf is identical 
to the PC game in almost every way. 
And that’s saying a lot, since PGA 
Tour Golf was voted GAME PLAYER’S 
Best PC Sports Game of 1990. 

If you’ve played other golf 
videogames, you should be able to 
jump right into PGA Tour Golf. Your 
shots are controlled by a horizontal 
stroke bar. Press A or B to start your 
swing, tap it a second time to end 
your backswing and to set the 
strength of your shot, then tap it a 
third time to hit the ball. The point 
where you hit the button the third 
time determines whether you hit the 
ball straight, hook it left, or slice it to 
the right. 

There’s more involved than just 
learning how to time the stroke bar, 
though. Certain situations may re- 
quire you to use special strokes, such 
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as a punch or chip shot. If you’re 
buried in the sand, for example, 
you're probably better off hitting a 
short punch shot than using the 
normal swing and taking a chance 
on burying the ball even deeper. 

As the title suggests, PGA Tour 
Golf is your chance to compete with 
the big boys, because youcan play in 
tournaments at any of three real 
Tournament Players’ Club courses 
(and one fictional course called Ster- 
ling Shores). You must finish among 
the top 48 after Round 1 to stay ina 
tourney, and in Round 2 you have to 
place in the top 32 if you want to 
play the last two rounds. 

While the mechanics of PGA 
Tour Golf are similar to those of other 
golf games, this game does have a 
couple of unique features. For one 
thing, it presents each tournament 
as if it were being broadcast on TV. 
Anannouncer appears with updates 
on how other players are doing, fa- 
mous golfers give tips for each hole, 
and instant replay is available to 
review your outstanding shots. 

Another unusual feature of PGA 
Tour Golf is the way it handles putt- 
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ing. Instead of using arrows or a 
grid to indicate the way the green 
breaks, you’re shown a 3-D display 
of the green. At first you may have 
trouble with it, but hang in there. 
Once you learn how to use the dis- 
play, youcan make some incredible 
chip shots and putts. 

PGA Tour Golf isn’t perfect. Its 
lack of color and detail might lead 
you to think you’re playing on an 8- 
bit game machine, and it doesn’t 
take a pro to give advice such as 
“Avoid the lake on your tee shot.” 
But if you're a fan of golf simula- 
tions, PGA Tour Golf is essential for 
your videogame library. 


Electronic Arts, 1820 


Gateway Drive, San 
Mateo, CA 94404 


a has never been able to break 
the hold professional football has on 
American sports fans. The Major 
Soccer League tried, though, by 
bringing the game indoors and 
shrinking the playing field — 
changes that increased scoring and 
quickened the pace of the game. 

Maybe soccer promoters in the 
U.S. could learn a few things from 
PowerBall. The model for this futur- 
istic foot sport is clearly soccer, but 
elements are also borrowed from 
hockey, football, and even the play- 
ground game “hot potato.” 
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You get three points for 
running the ball past the 
goalie and one point for 
kicking it into the goal box. 


PowerBall matches two 11- 
member teams, each trying to ma- 
neuver a ball down the field and 
past the opposing goalie. Players 
can score three points by running it 
in (a touchdown) or one point by 
kicking it in (a goal). This scoring 
system rewards both power and fi- 
nesse. 

So far PowerBall sounds fairly 
straightforward, right? Well, hold 
on to your shin guards. As far as 
defense and full contact go, this game 


POW/ERBALL 


Brian Carroll 


is skewed dramatically from the 
norm. You can do things to your 
opponent in Powerball that might 
lead to prison time in the real world. 
For example, you can steal the ball 
by diving into the ball-carrier and 
spearing him with your helmet. You 
can leap into the air and land on the 
ball-carrier, squashing him to the 
ground. You can launch into a vi- 
cious spin like a human tornado, 
knocking the offensive player 
senseless. 
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Defensive options include 
spinning attacks and dive 
tackles. 


PowerBall has an extraordinary 
look to match its unique action, one 
that’s as sleek as the game’s futuris- 
tic playing field. And the armored 
athletes look like they just stepped 
from the movie set for Rollerball. Even 
the ball seems like a tool of the fu- 
ture. If you hold down your A but- 
ton when your player is carrying it, 
the ball can be thrown with the force 
of an cannonball, devastating any 
player it hits. 

With so many defensive weap- 
ons and no restrictions on using 
them, just getting possession of the 
ball is tough. In fact, the team that 
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manages to hang on to the ball the 
longest will often emerge victorious. 
Passing is extremely important, es- 
pecially against the game’s better 
teams. A deliberate, well-executed 
offensive scheme is often more suc- 
cessful than brute force. 

Whether going up against the 
computer ora friend, you’llno doubt 
play most of the game on the edge of 
your seat. PowerBall’s blend of 
hockey’s body checks, soccer’s pass- 
ing and positioning, and football's 
running game is enough to get 
anyone’s adrenaline pumping. 


For each tournament win, 
youll be awarded bonus 
points that can be used to 
improve your team’s abili- 
ties. 


Namco, 3255-1 Scott 
Blvd., Suite 102, Santa 


Clara, CA 95054 


SPACE INVADERS 971 


I. you can remember when Space 
Invaders was an arcade hit, it’s a safe 
bet you’re not a kid. The game wasa 
huge success, addicting arcade 
players a dozen years ago. By today’s 
gaming standards, the vintage Space 
Invaders would bea guaranteed flop. 
Its black-and-white graphics, lack of 
variety, and primitive sound would 


probably bore most gamers of the 
“90s. 
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In Round 4 (the Moon), take 
advantage of the crater — 
by positioning your ship just 
right, you can get an angle 
on the aliens. 


Taito’s new Space Invaders 91 
revives the arcade classic for the 
Genesis, and with excellent results. 
The object of the game is simple, and 
the same as its forerunner: Defend 
Earth by shooting columns and rows 
of descending aliens. If they reach 
Earth’s surface, you ve failed. Your 
strategy is as simple as the game’s 
object. Move your ship across the 
bottom of the screen, firing up at the 
invaders and dodging the various 
bombs and missiles they drop. As in 
the original version, you don’t play 
to win— you play for as many points 
as you can get. 


Lance Elko 


While the goal is the same in 
both versions, the Genesis release 
offers a ton of new game features. 
There are more levels than most 
players could ever reach, and each 
has unique sound, graphics, and 
enemies. You can’t always antici- 
pate thenextenemy ployin91,as you 
could in the arcade version. 
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This ship has acquired a 
Hyper Shield, a terrific — 
but temporary — defense 
against alien bombs. Be 
careful, though — invader 
missiles shot at an angle 
can still reach your ship. 


Taito includes a bundle of new 
weapons that not only give the game 
anadded complexity, but also nudge 
the emphasis toward strategy. If you 
can shoot the mystery ships that fre- 
quently fly across the top of the 
screen (this often requires you to 
shoot accurately between the invader 
columns), you'll get a powerful 
weapon, which falls to your ship. 
The reward can be a new offensive 
weapon (Hyper Laser, Homing 
Beam, Buster Laser, Power Beam, or 
Super Crusher) or a powerful defen- 
sive weapon (Speed Up, Recover 
Shield, Time Stop, Hyper Shield, or 


A mystery ship is flying 
right to left across the top 
of the screen, and this 
player’s ship is in perfect 
position to get a clear shot. 


Psychic Shield). Until you’re famil- 
iar with the their specific functions, 
you won't be able to use these items 
effectively — but once you recog- 
nize the weapon you’ve received 
and know how to use it, you'll be 
playing a game of strategy. Most of 
the weapons are powerful when 
used correctly, but they don’t guar- 
antee an easy game. 

There are lots more new fea- 
tures — many of them subtle — in 
Space Invaders 91. Suffice it to say 
that Taito has thoughtfully and 
carefully embellished a classic. The 
result is an excellent revision of an 
old game that stands up well, play 
after play, even in 1991. 
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G enesis gamers are beginning to 
expect arcade-quality graphics from 
their games — and often, that’s just 
what they get. Stormlord is a perfect 
example. The first time you play it, 
you can’t help but be astonished at 
the colorful and detailed graphics. 
When you lose your original allot- 
ment of lives, you might be tempted 
to reach into your pockets for a 
quarter to continue the game. 
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Reizarb will fly you all over 
the valley, and throughout 
the castle as well — but you 
have to risk the trip to find 
out where you're going. 


The game’s story isn’t quite as 
detailed as the graphics. As 
Stormlord, you’ ve been summoned 
to the Valley of Inoreppep Azzip to 
rescue a bevy of princesses. The 
princesses have been bewitched by 
an evil crone, and imprisoned in 
bubbles. It only takes a touch to burst 
a bubble and set a princess free. 

You have to reach a bubble to 
touch it, though, and finding a way 
to get to all the bubbles within the 
time limit for each level is what 
Stormlord is really all about. Sure, 
there are plenty of enemies to kill 
with your throwing stars and blaz- 
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ing sword, but Stormlord is basically 
a puzzle game with a fancy frame. 
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If you fall into this pit, you 
can escape if you've picked 
up a pair of winged shoes. 
Be sure to avoid the fiery 
breath of the stone dragon. 


You'll find many useful objects 
in your travels. To get past a group 
of angry bees, forexample, you have 
to pick up a jar of honey, then drop 
it to draw the bees away. There area 
couple of catches, though — you can 
only carry one object at a time, and 
you can only drop an object by 
picking up another one. 

Reizarb, a huge bird, is ready to 
fly you to different areas of each 
level. To call Reizarb, you must stand 
on one of several platforms in every 
level. Each one will take you to a 
different destination. If you choose 
a platform before you’re ready to go 
to the area to which it takes you, you 
might find yourself completely 
stuck. 

Stormlord’s graphics are im- 
pressive at first, but you'll be disap- 
pointed to find that the game’s 10 
levels take place in only two locales 
— a valley and a castle. RazorSoft, 
the company releasing Stormlord, 
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also included a graphic first for a 
videogame. A statue of an unclothed 
princess pops up throughout the 
game. It’s eye-catching, but its ap- 
pearance probably has more to do 
with publicity than the game’s rou- 
tine plot. 
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You’re taken to a bonus 
round after each level. If 
you can save enough prin- 
cesses before they descend 
into the flames, you'll earn 
an extra life. 


Stormlord is challenging, but it’s 
the sort of challenge that can easily 
lead to frustration. With only two 
continues, you can expect to start 
over many, many times. Unless 
you're a very patient gamer, 
Stormlord may quickly lose its ap- 
peal — with or without statues of 
bare princesses. 


RazorSoft, 7146 N. Broad- 
way, Oklahoma cause OK 


73.118 


iy 
Nae’ 


IVI ore than 22 million people 
across the United States tried their 
hands at volleyball last year. By the 
time the 1992 Summer Olympics get 
underway in Barcelona, that num- 
ber could top 25 million. 

It’s not surprising, then, that 
volleyball has been such a popular 
subject for videogames. Volleyball 
simulations have been designed for 
just about every videogame system 
— now, including the Genesis. 

The first Genesis volleyball 
game, Super Volleyball, lets you go 
up against such perennial volleyball 
powerhouses as Brazil, China, 
France, Holland, Italy, Japan, the 
Soviet Union, and the U.S. You can 
play as any of these teams against 
any other team, or use the Team Edit 
feature to create your own squad. 
You can choose to play a practice 
game against the computer, a game 
against a friend, or to enter World 
League tournament play and go for 
the gold. 

In the World League, seven 
gamesare played to determine world 
rankings, based on team wins and 
losses. In this mode, you can adjust 


When the ball turns red, 
you can hit it effectively. 
How long you wait deter- 
mines exactly what the ball 
will do. 


Lisa M. Bouchey 


settings such as ball speed and 
handicap points. A password feature 
allows you to resume tournament 
play anytime. 

If you decide to build a team, 
you have many more options to 
consider. Keep in mind when you 
choose player types (spikers, servers, 
blockers, or receivers) that there are 
four positions on a team, and each 
player is responsible for an area of 
the court. You'll need one player 
that specializes in kills, like the center 
onanactual volleyball team; an open 
spiker, likea left or right ace attacker; 
and a third player responsible for 
setting up spikes. The fourth player 
will guard the end line, and serve. 


Only one receiver is shown 
on-screen, but this player 
represents the three re- 
ceivers on the back line of 
an actual volleyball team. 


When serving, you can use the 
D button to choose four different 
styles — from a driving or under- 
hand serve, to a jumping spike or 
drop serve. Once the ball is served, 
however, one of the game’s major 
flaws comes into play. Regardless of 
how the ballis served, if it’s playable, 
the receiver willautomatically bump 
it to the setter each time. You won’t 
find any dinks, floaters, or rainbow 
shots in this game — just the stan- 


SUPER VOLLEYBALL 


dard, monotonous bump and set. 
Aside from the often-repetitious 
play, Super Volleyball has a lot going 
for it. The players and the two-di- 
mensional view of the action are 
nice to look at, and the ball moves 
smoothly from one side of the court 
to the other. The password feature 
encourages you to keep playing, 
even though the teams you'll meet 
get better and better with each match. 
It takes a lot of practice to become 
competitive enough to beat the best. 
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If you decide to build your 
own team, make sure you 
choose players who are 
strong in spiking, receiving, 
serving, and blocking. 


Video System, 17800 South 


Main Street, #121, 
Gardena, CA 90248 
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IVI ost crime dramas follow a 
pretty rigid blueprint. A police offi- 
cer or detective investigates a crime. 
The sleuth questions suspects and 
follows leads. Eventually, a break- 
through solves the mystery. The 
criminal must be apprehended, and 
a high-speed pursuit leads to the 
inevitable gunfight. When it’s over, 
the authorities haul the guilty party 
away in handcuffs or an ambulance. 
Law and order has been restored, at 
least until next week. Roll the final 
credits. 
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The old neighborhood ain't 
what it used to be. Good 
thing there’s a TechnoCop 
walking the beat. 


The makers of TechnoCop un- 
derstand the crime drama formula. 
They’ ve boiled it down for you, and 
taken out most of the mental work. 
You don’t even have to figure out 
who the bad guys are — they’re the 
ones who’re always shooting at you. 
And thanks to your wrist-mounted 
criminal target locator, you won't 
spend hours ferreting out hidden 
suspects. 

TechnoCop is structured around 
the two action scenes that dominate 
cops-and-robbers stories. Conse- 


TECHNOCOP 


Phill Powell 


quently, each stage is composed of a 
200 m.p.h. highway race and aslum- 
land shootout. First, you rocket 
down the road in your VMAX Twin 
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TechnoCop’s’ highway 
Stages require defensive, 
and offensive, driving skills. 


Turbo Interceptor, an armed assault 
vehicle with the artillery of a tank 
and the speed of a stock car. Once 
you blast your way into the crime 
district, you walk through a decay- 
ing tenement. The dangerous cut- 
throats prowling the building love 
to use the element of surprise, and a 
variety of weapons. Luckily, you've 
waded into this human swamp 
armed to the teeth. 

Your .95 caliber AutoMag pistol 
fires mini-missiles that detonate in- 
side your target. The criminals liter- 
ally explode, leaving only a quiver- 
ing pile of blood and guts. The visual 
effect can be unsettling, even shock- 
ing. For this reason, the game’s 
manufacturer places a Parental Ad- 
visory notice on the box, warning 
that some might be offended by 
TechnoCop’s depiction of violence 
carried to its grim conclusion. 

Possibly more objectionable 
than the daring graphics, though, is 


the monotony of the game’s scenes. 
Each of the eleven stages send you 
back down what appears to be the 
same stretch of road. The apartment 
buildings in the foot-patrol sections 
lack variety—all contain the same 
rats, cracked walls, graffiti, and 
lowlifes. That’s a shame, since 
Technocop’s graphics are indeed eye- 
catching — but after four or five 
levels of the same sights, your eyes 
may begin to wander. 

Whileitmay not beremembered 
for its diversity, though, this game 


these villains don’t flash off 
the screen and return later. 
Once theyre down, they 
stay down. 


excels at pouring on the tension. The 
threat of ambush is always present, 
with death hiding behind every 
door. For sheer suspense, TechnoCop 
does its job. 


RazorSoft, 7416 N. Broad- 
way, Oklahoma City, OK 
fate 
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W.,.:: is Trampoline Terror!, and 
why do you find yourself bouncing 
around on exploding trampolines 
high above the planet Ahas? 

Ahas was the most beautiful 
planet in the solar system, a lush 
world of peace and prosperity — 
until the wicked Balos empire came. 
The Balos didn’t try to invade Ahas; 
they just tried to destroy it. They 
surrounded the planet with huge, 
trampoline-like grids, blocking the 
sun’s life-giving rays. They even 
kidnapped Ahas’ queen, Carina. 
Soon the sun stopped shining, and 
the planet grew colder each day. 
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As our hero lands on the 
final switch, an entire Balos 
grid goes up in flames. By 
hitting four green switches 
in a row, you can gain an 
extra life. 


Only one person can save the 
planet — the gifted gymnast, Tram- 
poline Terror! And so you, as the 
athlete, get the call. You can run 
faster and jump farther than ordi- 
nary people can. Your mission is to 
leap all over the giant trampolines, 
trying to throw switches to clear each 
of the 33 grids that threaten to destroy 
the planet. 

So there you are, bouncing 


Matthew A. Firme 


around on anexploding trampoline. 
It sounds like an odd premise for a 
game, but it works. Your goal in 
each stage is to walk or bounce onall 
of the switches on that stage’s grid. 
As you touch a switch, it explodes. 
When all the switches have been 
detonated, that grid is destroyed and 
you move on to the next one. 
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The Bullit Head chasing 
Trampoline Terror moves 
in straight lines, always up 
or down rows. Don’t stand 
on a row he's on. 


There’s more to the game, 
though. There are a number of vari- 
ables in each round, and these com- 
bine to make Trampoline Terror! as 
much a strategy game as an action 
game. For example, the switches are 
all different colors. By hitting the 
switches in a particular order, you 
can earn extra points, extra lives, 
invincibility, and more. Of course, it 
takes longer to hit all the red switches 
in a grid than it would just to hit 
switches as you come across them. 
You must weigh the benefits — is an 
extra thousand points worth the in- 
creased risk that you might fall from 
the grid? 

Other variables include the 
shape of the grid. Some grids are 


straightforward rectangles, while 
others are diagonally linked rows of 
individual trampolines. The tram- 
polines themselves add a variable 
element. Each can only be bounced 
upon a given number of times; in 
some levels, only once. There’s no 
room for mistakes when the floor 
falls out. 

The graphics and action in 
Trampoline Terror! seem geared for 
younger gamers. The gentle, 
cartoonish characters seem harm- 
less, and the action is nonviolent. 
But the gameis certainly challenging 
enough (especially in the later stages) 
to keep anyone interested. Trampo- 
line Terror! is a good game, and it 
should appeal to anyone looking for 
games the whole family can enjoy. 
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FEET SEL pie fret SO 
P-Balls are the best way to 
beat the Foot Soldiers. 
Some are very fast, so you 
wont have much time to 
defend yourself. 
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DreamWorks, 
10201 Wayzata Bivd., 


Minnetonka, MN 553483 


mo errane 
me: The Goiden Ages 


isthe iius 
ow, off in the 
a fleet apo roaches 


oa 
a 
Lie 
O 
x- 
a 
<" 
ae 
od 
= 
om 
© 
sa | 


Ere 


ft bet fee eed 


tg 
P 


ag 


bd bet 


j 
ont 


PAE Soldier ‘Caesar, it 
FOR PLAYEON ThE BECAY FGENESISESYSTE MS B sa vekaraea nae 


Vi So /)) 


BL SEE | 


Wh ChOMEL EN 


BEIMURAKAMI BLD. S10. W15. CHUO-KU, 
APPOROM®HOKKAIDO, 064 JAPAN TEL.(011)561-1370 


388 MARKET STREET SUITE-500. SANT "FRANCISCO! (CAI41 1) 


ee 


a 


| ir Buster” is so hot, you’ll want this glove to play! 


Inside every Air Buster package is an offer for a free Kaneko video glove. Great 


PLOteECtION eee g When YOU YW a, take the 


Air Buster 


i Because the action 
~~ furious. And the 

-, g game is hot. Air Buster 
ie "a isa full-fledged, take-no- 


PY prisoners, hyper-drive war to the 


controls of 
warship. 


is fast and 


finish, with three-dimensional screens 


and incredible sound effects. Simultaneous 


two-player @@rricial A action, 


hori- 
it 
vertical scrolling, means 
you need cunning, 
instinct and 
flight skills 
to destroy 
the enemy... 
and survive. It’s 


warp-speed excitement! 
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